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Revolutionary 8 player simultaneous split screen 
action for Playstation & Saturn (with multi-taps) 
4 players for PC CD Rom* 

Superb gameplay options including micro mode, 
rumble mode and full multiple angle playbacks 



4 levels of difficulty vary from easy to crazy - 
ideal for both learners and masters 



The essential racing and fighting kart game 
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GAME BOY 



Once again, SEGA SATURN MAGAZINE provides the very best in cover-mounted demo CDs. Whilst other magazines for other 
systems provide monthly CDs regardless of game quality, we prefer to produce less discs but with far superior games. 
Just as we have done this month. 

SEGA FLASH VOLUME -3, to give the disc its full name, is a truly exceptional piece of demonstration engineering, 
guaranteeing satisfaction to all who load it up. But what do we have for you? Read on... -^ 
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58 SONIC 3D BLAST! 

Sega's flagship character comes to Saturn! In this original 
isometric 3D adventure the spiky hedgehog is once again 
pitted against the evil power of Ivo RobotniW We've got the 
one and only exclusive, so check it out! 
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90 1996 JAMMA SHOW REPORT 

Want to know all about the hottest arcade 
machines you'll be playing in the near future? 
Go to our mega JAMMA report now for 
details on all the exciting games at this presti- 
gious Japanese event! It's an article you cant 
miss if you're inlo coin-ops, like we are. 

.■SHOWCASES i^i^Lfli^i^ 
38 VIRTUAL ON 

The AM3 robo-battler Virtual On has finally 
arrived on Saturn and of course, coming from 
those prestigious developers, it's flipping 
incredible! You can play It on our cover disc to 
get a sampler and then move on to our feature 
to see some of the game's other, incredible 
features. Get moving! 



■ COMING SOON 

14 FIGHTERS MEGAMIX 

Imagine if characters from Virtua Fighter 2 did battle with 
Fighting vipers (and a bunch of other AM2 creations) - the 
result? Fighters HegaMix - the surprise sensation. SEGA 
SATURN MAGAZINE has played it first, of course. 





BUG TOO! 

Sega of America return with their own 
flagship character, Bug! The original 
game was pretty good, but the sequel 
threatens to blow it out of the water, with far 
superior graphics, more variety tons more 
stages and plenty more besides (like three dif- 
ferent characters to control). For full rt 
age as to why it really is so much better, 
go to page 18 now! 

SUBSCRIPTION RATES 

UK £ J3.00 Airmail Europe £46.00 Airmail lam 1 £73.00 Eire £46.00. T 



48 COMMAND AND CONQUER 



Quite how we onty just got this for review 
when it's out in the shops as we write is a bit 
of a mystery Rest assured though, there's no 
dodgy "release it before it's reviewed" trickery 
going on here - Command and Conquer is ace. 
As you would expect from Westwood Studios, 
one of the top two American developers (the 
other's id software). 

CHRISTMAS NIGHTS 

After our tantalising two page feature last 
month we can reveal the ful power of the 
Sonic Team's briiriant Christmas package. This 
special version of NiGHTS is packed ful of 
loveliness and hardcore gaming action. Al is 
revealed here, inducing the Sonic mode! 



le postage .nd packing. 



TO TEST ALL SOFTWARE 



SUBSCRIPTION/BACK ISSUES ENQUIRIES 

Tower house. Lathkill streel. Sovereign Park, Market Harborougrt, Leics. 1£16 9EF. (01B58) 435550 




■■ PLUS! I 
SUBSCRIBE AND GET CHRISTMAS 
NiGHTS FREE! TURN TO PAGE 64 
RIGHT THIS MINUTE! 
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Welcome to the latest edition of SEGA SATURN MAGAZINE. It's been what you might 
call a trying month this issue with Dave and I being the only full-time staff on the 
magazine (and him disappearing for a week to do the awesome CVC History of 
Videogames}, but we've still managed to produce some gre.it stuff. As well as getting the 
first look at Fighters Mega Mix. we've got stunning news about VF}. Last Bronx and of 
course X-Men versus Street Fighter I do heartily recommend Virtual On and Command 
and Conquer - two games that you should go out and pur- 
chase right now. I've also finally "got into' Tomb Raider a: 
well - a Saturn game you MUST own. Oddly enough. 
two of the three games I've just mentioned can be 
found on our spectacular demo disc - which everyone 
gets to sample this time SECA SATURN MAGAZINE: the 
best Saturn mag out there. Bar none. 




CAPGOM'S LATEST EXCL 




Carxom teamed up with Sega to give the most exerting press 
launch of the year. Not only was Fighters MegaMix revealed 
with VF] and Last Bronx announced for conversion to Saturn, 
but Capcom also stepped into the ring to reveal that XMen 
Versus Street Fighter is a SATURN EXCLUSIVE! 
At the now legendary Power Up press conference 0r> 
November 6. Junichi Nagai, team manager of the Capcom market 
ing group announced their intention to bring their latest 2D fight- 
ing game to S3turn only. 

If you missed the Coin-Operated report a couple of issues 
ago in SEGA SATURN MAGAZINE, we've seen fit to print a load of 
arcade shots (expect a near- identical look for the Saturn game) and 
basically fill you in a bit about what the game's about. 

Basically speaking, X-Men Versus Street Fighter is like a cross 
between Marvel Super Heroes and Street Fighter Alpha i. combining 
elements of both. 

The emphasis is far more on action though, as opposed to the 
technical nature of SFA2. The speed of the game is far faster than Alpha 
with moves being much easier to pull off Special moves are also far 
more spectacular, with some enormous sprites on screen which clearly 
the PlayStation can't handle (check out the no-show of X-Men (apparently 
canned for good) and the lacklustre DarkStalkers conversion). 

WHirsnuiMoin? 

Marvel arch-villain Apocalypse lives by one adage: that only the fittest must sur- 
vive. Having been around for over a thousand years, he's convinced that the rise of 
the mutants will continue unchecked with the weak humans eventually over- 
whelmed by the evolution of the mutant gene. However, the antics of the Street 
Fighters has caught his attention. Can these mere humans really match up to the 
superhuman powers of the genetic mutant X-factor? He kidnaps a bunch of Street 
Fighters and X-Men and decides to carry out some painful research on them. 

Putting aside all of their differences, mutants and Street Fighters come togeth- 
er to take down Apocalypse Releasing that a one-on-one battle with Apocalypse is 
near-suicidal, the characters team up into pairs and go into battle ■ for some rea- 
son, against each other! 




The best thing about X-Men Versus Street Fighter is undoubtedly the fact that you 
actually have control over TWO characters On the character select screen, two 
fighters can be chosen (from eight X -characters or nineSFers). Into the game and 
the three-round match system has been scrapped Basically the match is now over 
when both of your characters have been defeated. Switch between them by using 
the heavy punch and kick buttons simultaneously It's as simple as that really. 



Performing Super Moves (or X Attacks) is pretty much like X-Men: Children of the 
Atom. Mostly it comes down to a fireball motion with all three punch buttons. 
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However, in X-Men Versus Street Fighter, it's possible to have both characters use 
their Supers at once! This results in some of the most wanton carnage you've ever 
witnessed in a 2D fighting game! 

When characters with outrageous-looking attacks get together, the 
packed with enormous sprites. For example, a Cyclops/ Ryu combination prodi 
two absolutely huge laser style attacks that take up the entire screen. 

Another addition are the Team Counters. Similar to the Alpha Counters in 
Street Fighter Alpha, these are different in that whilst your main character blocks, 
your second comes on and performs the counter. Superlative stuff. 

NEWCHAMCTBISTOO 

As you can see from the screenshots. X-Men Versus Street Fighter features 
new characters to get to grips with. Finally. Capcom have included three of the X- 
Men's most popular characters in the roster. Gambit, master athlete and capable 
od empowering objects with kinetic energy is in along with the tove of his life. 
Rogue. She's super-strong, can fly, and can absorb the powers and memories of 
others. Basically this means that she can steal fireball attacks (and Ken's flaming 
Dragon Punch!) Notable X-Villain Sabretooth has also been included He plays 
larly to the Hulk in Marvel Super Heroes, but he's a lot lot faster. And meaner. 
In the Street Fighter department there's nothing new. although Cammy finally 
returns (and she's in the thrall of Bison). 

BUT WHAT ABOUT THE SATURN GAME? 

uviously this game is going to be difficult 

<ert Why? Well. Capcom have had problems gettin| 

ill the animation for two characters in memory at 

. With X-Men Versus Street Fighter, this is 
I doubled since there are twice as many fighters in 
F memory at once. 

We can only think that this is the game that 

k Capcom finally use a memory card for. similar to what 

I SNK have done with King of Fighters '95 and Fatal Fury 

f Real Bout. Capcom have said in the past that they will 

system, but it's yet to be confirmed if this is 

I the game that will do it. Hopefully we'll have some 
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WHAT IS THE MYSTERY 
AM2 SATURN GAME? 

Fighters MegaMix we all know about, but Yu Suiuki hat alto announced the 
existence of another AMi project exclusive to Sega Saturn. lust what is it, 
exactly? Mr Suiuki isn't letting on, saying only that "it will be as surprising as 
Fighters MegaMix". Some new usage for the Virtua Cop engine is the most 
likely candidate at this time, but AM; are keeping their cards close to their 
chest. The only other piece of information revealed at this time is the Japanese 
release date of "this season", with some Japanese magazines believing that 
the game will be out THIS YEAR! 

Hopefully the mystery will have been cleared up by the time the next 
issue of SEGA SATURN MAGAZINE hits the stands. 
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TOP TEN VIDEO GAME 



VIRTUA FIGHTER 3 
FINALLY CONFIRMED! 

Al the major Japanese press conference which revealed Fighters MegaMix to the world 
for the first time, Yu Suiuki also announced that Virtua Fighter 3 would CERTAINLY be 
appearing on Sega Saturn 

Mr Suzuki, AM; 's distinguished leader told the Japanese press that AM? Research 
had been studying the Model 3 hardware and VF3 program for the last few months to 
determine whether it's even possible to bring the game to the Saturn in any way, 
shape or form 

Speaking at the Power Up press conference, he said "The question was, 'can we 
actually do if. But after the results attained from studying the matter for three 
months we have concluded that technically the possibility is there Department AM! 
and I have the responsibility of making this passible, so please expect the best." 

Mr Suzuki's announcements were vague enough to bring out a huge swell 
of speculation as to how the Saturn would be able to cope with the power of 
Virtua Fighter 3. Special effects aside, the game has walls like Fighting Vipers, 
plus different levels of terrain which has huge implications on both the look 
and the gameplay. 

The good money is still on some kind of 3D accelerator chip being introduced in a 
cartridge and bearing in mind that awesome spec four megabyte RAM 3D boards are 
available for PC at around $i!Q in the states, it's clear that some kind of cart would be 
pretty easy to mass-produce (and thus boost the Saturn's performance way ahead of 
PlayStation and even N64) 

But this is all speculation on the part of super-excited journalists Expect con- 
crete detailage over the next few months... 
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INTRODUCING. 
DRACULA DETECTIVE 

A new game currently doing really well in Japan is Dracula Detective from the ASCII 
Corporation. The game is a }D cinematic adventure game which uses the latest 
computer graphics technology to provide some awesome, involving visuals. ASCII 
drafted in Mr Hideki Sonoda (famed for his work on major Japanese TV animation 
series) to produce the plot and script, which is as much comedy as it is suspense. 
The game basically involves you taking on the mantle of a Space-Time 

Detective who goes back to Germany 
'939 to stop a scientist gone mad He 
has taken refuge aboard a giant airship 
the Lorelei and you. accompanied by 
al (the scientist's daughter] 
and your partner Iceman board the air 
ship. Suddenly, lene disappears and the 
airship changes direction. What's going 
on' Who knows? 

Dracula Detective looks very inter 
esting, but whether it will ever be 
translated into English is a mystery not 
i likely so solve in 




IT'S TERRA FANTASTICA! 

Sega Europe have announced an RPC which will go on sale sometime in 1997- 
Terra Phantast.ca is kind of like Shining Force in that it is a combat-styled 
adventure game. Deep on plot and combat. Terra Phantastxa uses the grid 
system of combat to promote tactics and strategy. We haven't really played 
this one enough yet to get realty fired up about it, but with games like this 
and Dark Savior on the way, it's clear that the Saturn is the machine of choice 



SHAMELESS PROMOTION 

RIGHT HERE! 



If s not often thai SEGA SATURN MAGAZINE lo 
ter EJHAP magazines (that's what house ads ai 

We highly recommend that you check 
out the latest edition of CVG fit has a lovely 
Christmas NiCHTS covcf ) which comes bun- 
dled with a brilliant, shiny too page book on 
the history of videogames! Written by Paul 
GLancey who just happens to be a major 
SSM contributor and designed by our very 
own Dave Kelsall, it realty it brilliant. Maybe 
better than the mag (just joking!). 

We wouldn't recommend this if rt was 
anything less than the Masters' work, but 
not only is ft brilliant, wel)- written and 
informative, if s also FREE (with the mag). 

Go forth and purchase in confidence! 



rers itself to promoting our sis- 
for), but this time it's justified! 
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VIDEOGAMES 
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THE TECMOUVE GAME SHOW! 

In Japan, it's common for arcade manufacturers to stage their own events to pro- 
mote their games Capcom's Summer Festival is a brilliant annual event that show 
cases both home and arcade games. Well now Tecmo are getting in to the act as 
they ready their new coin-op releases. 

Dead or Alive you might have heard about it's a new arcade 3D fighting 
games noteworthy in that it uses Model 2 Sega technology and is planned for con- 
version onto Saturn in the future Other Tetmo titles showcased included Gallop 
Racer (a jD horse-racing game') and Tecmo 's Super Bowl. 



replete with competi- 
tions, game challenges. 

concert. But best of all, 
gamers finally got the 
chance to gel their mitts 

game which the 
Japanese press have 
been raving about for 




$0> SEGA SATURN 



SEEN ENOUGH 



7A miTl i^r 



VIOLENCE? 

NOW BLAST THE ENEMY INTO 32 BITS 




rim*™* 



M 5 R 



"One of the best PC games ever" 
GAMES MASTER 93% 

"Action, Adventure, Strategy people 

getting their heads blown off..." 

PC ZONE 91% 
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AM3 UNLEASH BRONX CHEER 



The 6th of November was a big day for Saturn fighting fans. Sega* AMi and 
AM3 programming teams called a press conference in Japan to announce 
that they were working on Saturn conversions of two of the greatest arcade 
beat 'em ups of all time, Virtua Fighter 3 and Last Bronx, as weH as an all-new 
Saturn fighting game. Fighters MegaMix, which combined characters from 
Fighting Vipers, Virtua Fighters and various 'guest stars' from other Virtua games. 
You'll find more details on Fighters Megamix in the Coming Soon feature on page 14. 

A few days after the monumental conference. Mr Abe. AM 3s development 
director who led the team responsible for the coin -op version of Last Bronx, spoke to 
the Japanese press about the Saturn conversion. He's confident of producing a near- 
perfect translation of the original 

Converting such a powerful arcade game to the Saturn presents quite a chal- 
lenge even to the original arcade programmers, though "Considering we're using 
ST-V technology, it's a first for us to create a game of this magnitude on such a tech- 
nology." says Mr Abe. 



a bugger to program? Mr Abe ruefully concurs "Trying to get the collision detet- 
in perfect looks to be the hardest part of the development. Not being able to do the 
me floating combos as the aicade version would have ruinec 



for 




The attack cancels', that completely neutralise an opponent's moves, ate also prov- 
ing difficult to convert because there are so many possibilities that have to be 
catered for. but they too should be in the conversion. Likewise, the weapons, com- 
plete with after-images 'The reason we used the after-image." Mr Abe explains, 
"was because we found the weapons moved too fast and couldn't really be 
that reason we think it's very important that we put 

It looks like last Bronx will follow in the footsteps of other Seg; 
sions. with all-new game modes exclusive to the Saturn 1 



DOtrr do MrrnaiG snuncE 

At the moment, though, the team haven't decided what they might be. On the 
subject of new characters for the Saturn conversion. Mr Abe isn't too keen. "So 
many games have an original character, but with Last Bronx this is a problematic 
point. The game was designed to be quite realistic, with realistic style and people - 
Last Bronx characters wear clothes based on current Tokyo street fashions. So if we 
create an original character there's the possibility that it would destroy the styie of 
the game. If players think this character doesn't fit the whole exercise would be 
meaningless. There must be a lot of players out there who think to themselves. 
'Please don't do anything strange with the game!'." 



GIT 

But woah. woah. WOAH-HO-HO-HO! Was it wise to ask the arcade progi 
produce the Saturn conversion if they were so unfamiliar with 
Abe thinks they would be the only people in the world qualified to produce the 
spot -on conversion that Saturn players would demand "When we were making 
arcade version." he explains, "we wanted to push the Model 1 technology to its lin 
An example was to animate even the smallest of things like the clothes on the char- 
acters and make the movement generally smoother These are the difficult touches 
we wanted to achieve in the game, so you can imagine that if we didn't have the 
original team working on the home version we would be in trouble. Also, we didn't 
want the atmosphere to change in any way. If the original artist didn't do the graph- 
ics for the conversion, the graphics for the conversion the graphics would differ in 
some way and that's not what we want for the Saturn version. The characters in Last 
Bronx are very popular so if the feeling of the game 
changed in some way there would be hell to pay!" 

OUBMTERTrUNSUimtS 

How well will those characters translate to the Saturn? 
At the time of the interview Mr Abe's team were work- 
ing on exactly that problem. "Obviously we can't port 
over the character data directly to the Saturn," Abe says, 
"so we're in the process of cutting down the number of 
polygons here and there so the characters can have 
more freedom to move slowly." 

That's not going to be the only problem Abe's 
team will race, though What about the famous mid- 
air 'Floater' combos that the game is famous for? Surely 
the coll is ion -detection required for such moves would 
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allowing the programmers a fair bit of leeway in 
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following that one, as long as everything goes to plan. 




YOU WILL ATTACK, DESTROY, ESCORT, RESCUE 
DEFEND AND SURVIVE AT ANY COST. 
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TEMPEST 2000 



We might laugh at the tragedy of Jaguar owners, but they've always exclusively owned one of the greatest games ever made - Tempest 
2000. Except now it's coming to Saturn. Poor old Jaguar owners, hahahahaaa! 




Jaguar Tempest zooo has some of the best 
tunes of any video game - a mix of superb 
Prodigy-style rave tracks. However, they 
streamed off a cartridge. Thanks to its CD for- 
mat the Saturn has gone one better, with 
remixed version of the music. More outlandish 
sound-effects and samples all feature! 




TAMING THE TEMPEST! 



If you've never played Tempest before, it may 
all look like a load of ambiguous shapes and 
colours to you. In preparation for this awesome 
blaster, here's the Sega Saturn Magazine crash 
course to understanding Tempest. 



e the most advanced visuals you could get, 
Atari used them to daiiingly stylish effect - creating 
a genuinely alien looking game instead of trying to 
poorly represent recognisable ships of landscapes. 
The result is one of the most fiendishly hardcore 
shoot 'em ups devised! 

With Tempest zooo, Minter kept all the super- 
stylish vectors that made the original so unique 
Rather than spicing up the graphics with poor tex- 
tures, he demonstrated the advance in technology by 
uppingthe vector count! More laser lines, exploding 
particles and all-new fantastical splashes of warping 
colour turned it into a game as brilliantly unique as 
the original was in its day. 

What's more, we have to concede that it was the 
Jaguar hardware that made the game possible. 



fans Mike our OavB), you get original Tempest Id 



custom internals that made it a cinch to do the warp- 
ing oily effects and multi-particle graphics of Tempest 
zooo. We can concede this fact because High Voltage, 
the developers of the Saturn version, have managed 
to replicate the effect to nigh-on perfect effect 
through sheer programming power! 

By combining the Saturn's 3D polygon handling 
prowess with its phenomenal sprite-shifting ability, 
they've reproduced all the dazzling effects of the 
Jaguar original. And if you've ever experienced 
Tempest zooo before, you'll know what that means. 



The Jaguar's most playable game blasts its way onto Saturn... 

and it's an audio-visual apocalypse of epic proportions! 




til you've go to do ii shout them btfor* thty git to you. Eailtr 
said than done, as the baddies get tougher. 



50? SEGA SATURN 




We can best describe it as being akin to flying through 
a skybome laser-light show during a centenary fire- 
work display, while Ming attacks Earth with hothail 
and lightsabers are thrown at you. Something like that 
anyway! 

Mind-blowing as these graphics are, they'd be lit- 
tle more than a fancy screensaver if the gameplay 
wasn't up to scratch. Well, up-to-scratch is an underes- 
timation of Tempest 2000's gameplay. It's one of the 
most perfectly honed blasters created. There are 99 
levels of gradually increasing difficulty. And they make 
for a super addictive, reflex- pushing highscore chal- 
lenge. All the levels have already been programmed 
into the Saturn version, and even though they've yet 
to be fully fine-tuned, they're already more than on- 
courseto match the challenge of the Jaguar original, 

Next to the likes of Virtus Fighter 2 and Quake, 
there are many people in this office that consider 
Tempest 2000 to be one of the greatest games ever 
made. If this conversion makes the grade -which 
looks highly likely at this stage - it means another 
killer title for the Saturn. Reckon we'll find out next 
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One big update to the original coin-op format, 
was the addition of power-ups to Tempest 
1000. Certain enemies release tubes which race 
up the tunnel. Collecting these provides rapid- 
shot weapons, jump facility {essential on later 
levels for avoiding lethal enemies), AI-Droid 
(assists in shooting) an, after all these have 
been collected - a warp. These are the most 
important part of the game. Collect three of 
these and you get sent to a hypnotically-stun- 
ning bonus stage. We can't show you it though, 
because it isn't in the Saturn version yet! 




That' when you need to use your Super Zapper (smart bomb)! 
You only get one per stage though! 
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AREA 51 



Okay, you bought Virtua Cop last year and it was seriously brilliant. But since then the old Virtua Gun has been left out of the action, 
with next to no support from the Saturn developing community. Apart from Chaos Control (snigger). 





J«£r 






The sprites fit the FUV pretty well, despite the colour schemes. Tom Guise visits his desk at EMAP's new Docklands HQ. 



hings have certainly changed over the 
coufse of the last couple of months. First 
Of all we had the brilliant Virtua Cop 
2, then we got Mighty Hits 
jejand 



coin -op, whi 
been bought up by Williams 
and unleashed by the power 
ofCT 

So, what's the deal 



One of the big problems with these FUV titles li the fact that 
the super-imposed explosions look like enormous great orange 
puffs on-screen. Case in point tabove). 



SHOOTING YOUR LOAD 



There's been a severe dearth of software using 
the excellent Virtua Gun, with only the semi- 
nal virtua Cop making use of the peripheral. 
Until now. Area 51 is just one of an increasing 
number of titles to appear recently offering 
full compatibility. Other titles to look out for 
include Cop 2, Mighty Hits and Die Hard 
Trilogy. Another title NOT to look out for is 
Chaos Control, which is reviewed in Out Now 
on page 96. 



ast train to FMV 

Central, because that's 
exactly what Area 51 is all 
about. The on-screen action is 
depicted with the joys of full- 
motion video, using cunningly 
overlaid sprites for you to shoot 
similar effect was used on the latter 
FMV titles on the Mega-CD and It was 
abysmal... thankfully, the Saturn is more than capable 
of producing sprites which blend in seamlessly with 
the backgrounds (apart from the dayglo clothes, that 
is) so what we have here is a virtually arcade- perfect 



>fthe coin-op. although the FMV window 
ueezed a bit in its transition from the 
The basic plot sees you infiltrating the 
nfamous Area 5! (if you haven't seen 
Independence Day. this is where the 
US government is supposedly 
tudying alien UFO technology 
and making their own flying 
;). and basically shoot - 
irything... apart from 

irtuaCopin2D. 
lore advanced 
form of Konami's Lethal 
Enforcers and that's what you 
have here. Hardly state of the 
rt, yet strangely interesting 
e to the point, quite 
enjoyable. The original arcade game 
very well in the States and com- 
mands a pretty sizeable following, so it's 
bound to do pretty well with the Saturn fraternity 
over there. Stay with 5EGA SATURN MAGAZINE for 
more UK details' 




"Despite the smaller FMV window (and the fence Stuck to your face), 

Area 51 is remarkably Close to the COin-op original." 
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BATMAN FOREVER 



Love it or loathe it, Batman Forever was the most popular bat-flick of all-time. Probably because of the inclusion of be-wonderbra'd 
Nicole Kidman (insert your own bat-pole gag here). Unfortunately the delectable Mrs Cruise to'/ made it into this game. Boo! 




Can you actually 
going an here? 




ENTER... THE RIDDLER 



Rather than concoct any riddles as such, the 
Riddler tends to thiow mystery icons around 
the playing area. Some of these have good 
effects on the Dark Knight, others bad. Woist of 
all must be the super-shrinker which reduces 
Bats to half-size. His lighting abilities remain 
unimpaired though, making for a rather 
bizarre spectacle. That self-same power-up can 
be reversed and used on your opponents, mak- 
ing them easy to take out. 



Ever played Streets of Rage or final Fight? Well, this li virtually identical, just 
with a heap more power-ups and various bits nf sprite- scaling trickery. As you 
slap the meanies about, percentage symbols app«ar to show you how much ener- 
gy your opponents have left. 




THE BAT SHARK REPELLENT 



Every so often, on his trips through the dark 
streets of Gotham, Batman happens to chance 
across Bat equipment mysteriously materialis- 
ing around the place for no good reason 
(maybe Alfred's in command of some kind of 
Bat Transporter). Unfortunately, there's no Bat 
Shaik Repellent from the 60s film (not that 
there's actually any sharks), but you do get an 
assortment of Bat goodies including the essen- 
tial Batarangs (and Super Batarangs if you're 
lucky). So that's cool. 



eclaim are a pretty resourceful set of 
chaps you know. Not only do they 
release videogames for just about ever 
videogames system under the Sun, 

they've also started out on producing their own 

arcade games. Their first, 

a conversion of Batman 

Forever, didn't really hai 



n the ' 



jnted,( 



verted it to both Saturn and 
PlayStation - and this is where you 
get your first look at it. 

Take a look at the screenshots 
they say to you? Well, it wouldn't surp 
if the phrases "beat 'em up" and "side 
scrolling" mysteriously appeared in yo 
mind. Probably because that's exactly 
this game is. Yes indeed, Batman Forever follows 
in the footsteps of such hallowed titles as Streets of 
Rage, Final Fight and Double Dragon by giving you 



tons of foes to beat up as you continue your steady 
progression towards a confrontation with the final 
boss(es). In this case, the Riddler and Harvey Two- 
Face. Coo. just like the film. 

The game's certainly a cinch to get it into, proba- 
bly because there's just three buttons to get to grips 
with: attack.jump and super attack: various combina- 
tions of which produce various responses. It real- 
nsofgameplayto 
re, although the 
phics are all-new. using Acclaim's 
patented motion capture routines 
•r digitisation meth- 



atman and Robins' 
disposal gene 

ivated with a c< 
nation of button presses and joypad 
up a series of foes in front of you and thi 




% 






As well as smacking ynur opponents left or right (as is the cus- 
tom in these games), you can also grab hold of them and punch 
them "towards" or "away" from the screen. 




Some synchronised Bal- 
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ib of Bali puwering up, 



symbol 10 «(fing big? 



Acclaim's little-know COin-op debut gets the Sega Saturn treatment! 

But is an arcade perfect conversion good enough? 



meter blasts into overdrive. Crabbing a foe byth 
scruff of the neck allows for some head-bashing 
throwing action -just like Final Fight (j 
Rage). Aiding your attacking is the inclusion of a vast 
array of collectibles, ranging from extra bat-equip- 
ment to power-ups which allow the Dark Knight to 
pull off Street Fighter Alpha 2 style Ci 
Combinations. 

As you might imagine, behind th 
visuals lurks a pretty v 

Batman Forever succeeds in bringing the arcad 
game home - in fact, it's probably one of the 
closest translations ever seen on the Sega systi 
The question is, does the original game itself 
have the necessary depth and excitement to m 
it a worthwhile purchase in its new form 
a home game? Such answers could 
well present themselves in a forth 
coming issue of SEGA SATURN 
MAGAZINE when we review the 



it tric- 



Kd product. U 
reenshots j 
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THE DYNAMIC DUO! 



It's dynamic duo team-up action all of the way 
with Batman Foievei Arcade! At the beginning 
of the game, you see a pretty damn excellent 
character selection screen, allowing you to 
choose between Batman and, er, Robin. 
Howevei, to save arguments on who's who, 
you can both be the same character should you 
so wish. To be honest, there's not much to 
choose between them. Bool You'd think 
Batman would be far harder than circus 
orphan boy Robin, Fans of the "Boy Wonder" 
might be disappointed to leant that there's no 
martial arts laundry-hanging subgame in this 
release. And no canoodling with Chase 
Meridian for Batman. 




JUST LIKE THE FILM 



Ight imagine, the game's characters 
: taken pretty much directly 
from the film. However, as you might imagine, 
some liberties have been taken with the back- 
grounds in order to make them fit into the 
side-scrolling fighting game scenario. Scenes 
like the streets of Gotham City, the Riddler's 
lair and the circus are well represented 
(although you fight as Bats in the latter, not 
Bruce Wayne as in the film). The gallery of vil- 
lains facing you includes just about everyone 
from the film (such as Two-Face's girlfriends 
Sugar and Spice) as well as some new charac- 
ters made especially for the game. 
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DOOM 



it's the game that launched an entire genre. And now, after much umming, ahhing and basic procrastination, it's finally about ready to 
appear on the Saturn. The game? Why - it's Doom of course! 




ANALOGUE ACTIVITIES 



One thing Rage Software have done to take this 
beyond PlayStation Doom is to include support 
for the analogue cont toller (which you bought 
with NIGHTS). Doom was always far 

when used with 
you get a similar feeling with the NiGHTS pad 
on the Saturn. The analogue controller allows 
you to walk 01 run depending on how much 
pressure you put on the pad. Strafing left and 
right is achieved with the shoulder buttons. 
This is a lot better than using the ordinary pad 



The levels really get more complicated land the slowdown gels a 
the Doom 2 levels. On the PC original series of Doom titles. Doom 2 w; 
the best game - even better than Ihe latter release, final Doom. 




□ 



In 199 3, id software unleashed what w 
global phenomenum. D01 



as the 1 



leofth 



IT'S DOOM AND DOOM 2! 



Being a "Special Edition" of Doom, you can 
expect a smattering of levels from every ver- 
sion of Doom bar the final edition. You begin 
your destructive quest with levels from the 
original Doom, before moving on to the more 
complex environs of Doom z. The final section 
of game includes sections of Ultimate Doom - 
an extention to the original version. There are 
console-specific levels included too. 



486 PCs than anything 
else. Combining awesome first pi 
perspective graphics with uttravi 
lent gameplay and the fair old 
smattering of blood, Doom was 
a gaming revelation that all 
others tried to copy. Only Duke 
Nufcem jD (arguably) sur- 
passed it, and by that time, id 
had Quake just about ready for 

The Saturn has been 
ideously overlooked when it car 
erting ids Classic. Only no 
fl become available after 1 

nt... getting on for THREE YEARS 




after t 



1 PC 01 



is first re 






The good news is that this Saturn game is a con- 
ion of every PC Doom variant released to date [bar 
the last word, Final Doom). That means you get a 
smattering of levels from all versions 

g with the Doom 2 engine, which 
eludes the Super Shotgun 
weapon, which was only in the 

You're the lone marine caught 
on Mars when the demons of 
Hell decide to invade Earth. 
Curiously, you're the only guy 
available for duty (unless you 
get hold of a link-up 
able and pay it in Cooperative Mode 
your mate). Using a variety of 
weapons, it's your job to basically gun down 
rything in sight, finding keys to open doors and 
•ing cunning puzzles (although there's not really 



A whole three years after the original PC release, 

there's finally a Doom conversion for the Saturn. 
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PREVIEWED 




READ THE REVIEW BEFORE BUYING 



At the time of writing. Saturn Doom includes 
all of the gameplay of the PlayStation version 
but looks moie like the PC original - although 
it's lacking a lot of the finer detail of the very 
first version (a fault of every console version 
ever including id's own Jaguar version). The 
big problem with the game is the speed - it's 
extremely jerky at the moment and this ruins 
a lot of Doom's timeless payability. It could go 
either way: if the game speeds up to Immense- 
ly, il could be excellent. However, we urge you 
to read the review before you part with your 
money because fluidity in a game like Doom is 
all-important, believe us. 



much of the latter). Doom is getting on a bit now and 
the whole scenario is becoming something of a cliche. 
The question is how good is the conversion? Well, 
every aspect of Doom that was in the PlayStation ver- 
sion (bar the special lighting effects) is included and 
everything looks pretty cool. The only problem is that 
Rage Software appe; 
up to the sort of smoothness and fluidity you'd expect 
- anyone expecting a game 
looking as Exhumed is in for a bitter disappointment. 
All eyes are on Rage Software now to deliver the 
goods. If the final version of Doom doesn't cut the 
mustard, we suspect that gameis across the country 
will be rightly outraged and demand that Rage 
never touch a grade A product like thi 
again. Still, we like to think we're 
optimistic types, so maybe Rage 
be able to get the game up to 
speed - stick with SEGA SATURN 
MACAZINEfortheful 
review in the n< 
pie of months. 



| Saturn Doom features all of the audio tweaks 
made by Williams when they converted the 
game onto the PlayStation. Each level features 

a great atmosphere to the proceedings. The 
I sound effects have been remixed from the PC 
original too, with a great new shotgun 
being the most noticeable change. But to be 
honest, it's the music that puts this ahead 
| (aurally) of the PC version (which is stilt the 
ion co incident ally! 



>nmm\ 



[DIEHARD TRILOGY 

By the time you read this PlayStation Die Hard Trilogy will finally be on the shelves, with the much vaunted Saturn version literally 
weeks behind. January 24th. That's when it'll be out. Honest. 




YIPPEE KAIYAY! 



Die Hard - John McClane, with a full head Die Harder - Virtua Cop-style gun action Die Hard: With I Vengeance - tour the 
of hair, raises hell in Nakatomi Plara. in the departure lounge nf LAI. telephone kiosks of Hoo Yawk Slddy. 



That John McClane is a bit of a foul-mouthed 
person. After all, how many people has he 
despatched to Hades with the inimitable cry of 
"Yippee Kaiyay Mother""""?. Well, this being 
videogames land, things are a bit moie sani- 
tised. So there's not mother , essentially. 

Such witticisms as "Now 1 have a machine 
gun" are also present (although he actually 
wrote that, rather than said it). Still, the voice 
employed is pretty similar to Mr Bruce Willis, 
if a tad muffled. 




Make those terrorists pay for their crimes - not with trial by 
jury, but with a grenade in the teeth! They're asking for it. 




5 it is, this is the first we've seen of the 
Saturn version of Die Hard Trilogy. 
Originally we thought that the game 
might not even make it. But it has. And 
here it is. About time really. Still onto the game. 

As you should probably know by now. Die Hard 
Trilogy is actually three games in one - a Thrillogy, if 
you mill. The first Die Hard is a kind of Loaded/ Fade 
to Black style shooter based in the futuristic sky- 
scraper that is the Nakatomi Plaza. As you might 
imagine, there's plenty of Bererta, grenade and Uzi 
action -just like the film in fact. This is actually a pret- 
ty cool game in its own right. 

Die Hard 2: Die Harder takes John McClane into 
Virtua Cop territory. Now a lot of the PlayStation 
mags have been going on about how this is suppos- 
edly "superior" and more "intelligent" than Virtua 
Cop. Well, wake up and smell the coffee guys, it just 

port gunning terrorists down like stinking pigs. 
But hey - this is a trilogy - which means that 



there's obviously a third game to look to. This is in 
fact Die Hard with a Vengeance. Or at least a btt of It 
(the film). Specifically the bit where McClane com- 
mandeers a taxi and drives around New York in search 
of a bomb. Only in the game there is more than just 
one task for McClane to perform. Again, this is pretty 
cool - the action is fast and pretty frenetic and the 
gameplay is most enjoyable. If you fancy the idea of 
running people down but don't like the real life impli- 
cations (prison, loss of license, guilty conscience), this 
is the game for you. 

Of course, if you have seen the PlayStation ver- 
sion, the question you'll be asking now is -just how 
dose is the Saturn translation. Well, as far as we can 
see, it's pretty nigh-on identical Certainly, the game- 
play remains identical. The other question is, of 
course, is it any good? Well, obviously since this is a 
preview, we can't really say Yet. That's not to say that 
the full weight of our reviewing prowess won't be 



ikattl 



mble. 



Die Hard Trilogy is actually three games 

in one -a Thrillogy, if you will. 




Help John McClane bring safety to the streets of NY. 
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DARK SAVIOR 



After what seems like millenia of waiting, we can now reveal an almost totally complete version of Dark Savior, which should be on the 
shelves by February at the latest! Hurrah! 




THE PARALLEL SYSTEM 



you missed the Coming Soon, Dark 

Parallel Scenario 
system. At the beginning of the game you're 
trapped on a ship and how you handle this sit- 

i dictates which "parallel", or storyline 
you follow. There are five in total, and each 
parallel can differ depending on your : 
during the game. Apparently there are well 
over 100 different endings... 




Some nice greenery here. 



EAGLE-EYED 



In Dark Savior, you are cast as Garian - a boun- 
ty hunter with seemingly mystical powers 
which means he always gets his man. Backing 
him up are a bunch of different -coloured eagle- 
style characters, lack is the blue bird who is 
Garian's constant companion. He does very lit- 
tle bar advancing the plot and saving Garian 
from plunging into large holes. Kaiser is the 
black eagle who reports your findings to the 
main bureau (ie he saves your position) whilst 
red eagle Regina is native to the island and does 
little bar swapping chocolate for points. 



m k m role-playing games. 
■M You'd have difficult 
finding two on the PlayStation 
whilst the Saturn has the likes c 
Mystaria, Shining Wisdom, Stor 
of Thor i and now... Dark Savior 
: been following the 
ige in the mag, all you need to 
s that this game is by Climax - tl 
reople responsible for the legeni 

you first boot up the ga 
dstalker influence. Fort) 
s viewed in isometric 3D, 

ured polygons, you can lo 
lerspective to get a good view of e 
he other difference with Dark Savi 
loes it look 3D, it truly is. That me; 



Having completed one 
of the game scenarios when 

Japan, we can safely say 
that Dark Savior really does 
benefit from the English 
the story is very deep 
and involved, which isjust what 
you'd expect from an RPC, really, 
we have noticed is some changes. The 
l-Va is now called Garian with his 
lain called Bilan (changed from the 
ibvious "Villain"). Also, cigarettes 
bribe prison inmates) have been 
to chocolate! Another amusing change 
Seagal, who now 



From the creators of Landstalke an awesome 

rpg adventure of truly epic proportions! 

^"^Kx Wt^^M SHHE <*&"' 




's being pursued down Your blue eagle friend locales One of the tricky 30 platform 
"s by a large boulder. the torture chamber. Lovely. tests pictured above. 




Garian spies a young girl just Possessing first boss Bios, What yuu can't see is the 

about to (all into the deadly Garian is challenged by Booth huge wall of spikes slowly 

liquid Bilanium, and his two buddies. creeping up behind Garian. 
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FIGHT! FIGHT! FIGHT! 



Great plotlines and nning polygon 3D backgroi"' make Dark Savior 
one of the most eagerly awaited Sega Saturn releases for ages! 



becomes Lance (three guesses which action "hero" 
he looks like?). Also, a Friday 13th Jason-style char- 
acter has had the eye-holes taken out of his hockey 
mask - how he manages to see when he attacks you 
is beyond us! This is all pretty unimportant stuff 
though and certainly doesn't ruin any enjoyment of 
the actual game. It's just a bit odd sometimes. 

Ail in all though, we would pretty much go 
with the view that Dark Savior is the RPC of choice 
for all Saturn owners. Although the puzzles are 
pretty simple on the first parallel, things get very 
tough later on and the innovative multiple scenario 
system means that if you don't get weeks and 
weeks of enjoyment out of this game, there's obvi- 
ously something wrong with you. 

As you might suspect, Dark Savior is very 
quickly coming up for the full review and showcase 
treatment. In fact, a PAL version should be material- 
ising in SSM HO just as you get to read this. Expect 
some very excellent coverage in the next issue! 



Fighting is very cool in Dark Savior, kind of like 
Street Fighter. Sort of. Basically, it's the best of 
three rounds as you and your opponent battle 
it out. A range of three or so moves are includ- 
ed per character, including a Super Move you 
have to charge up. The good thing about Dark 
Savior is that hero Garian can capture his foes 
in the last round and "become" them in later 
battles. This is pretty great early in the game 
where Garian is pretty weak. However, if you 
use another character, it appears that you can't 
capture your opponent. Hm 





. -.» ».«►«* • mm «.*.<£«»" 

Battling Booth, a player-controlled Bios lays into the hapless 
monster with a massive claw to the features! With i health 
level of BO. Bias is clearly making progress in beating down Hi 
energy bar of his opponent. 



This particular character is quite fast on his feet, but suffers 
greatly at the wrong end of Garian's Super It lack (above left}. 
Dodging out of his way. his freak-faced npponent leaves Garian 
wide-open to a counter-attack (above right). 



ANALOGUE POWER! 



The NiGHTS joypad is quickly becoming the 
essential tool for almost all Sat urn titles (bar 
fighting ones, where the ordinary pads are 
best). Dark Savior uses the pad really well. The 
directional pad and buttons work exactly as 
they do with the ordinary pad. However, the 
analogue part of the controller is used to con- 
trol the perspective. There's nothing you can't 
really do with the ordinary pad, but using the 
new controller makes life a lot easier and 
indeed a lot faster in the realms of Dark 
Savior. So if you haven't bought NiGHTS, do so. 



MB 

oarian: So it must be you.... 
...the voniri vho entered 
Death Valley. Are you hurt? 
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\RRINCDON LANE, LONDON, EClR 3 AU. 



WRESTLING' WITH THE TRUTH I 

Dear Sega Saturn Mac, 

I have been a fan of Sega for some time now. but not nearly . 
fan of the phenomenon that is the World Wrestling Federatii 
annoyed when your mag and that other mag persist to trash 



vin the competition. Ben just-so-happened lo whop the pants of 
e with an average 109 (the highest on the day with the standard 
hen told they were adding an extra round after I thought Ben had 



leyou 



Making remarks like how depressing it is and how it's a load of garbage packed 
with leotard-wearing, fat, muscle-head pansies. If that's the case why is the WWF 
mag selling more than the SS mag, and also is on a world-wide basis more popu- 
lar than Sega and Nintendo. I bet you wouldn't say that crap to their faces. At least 
they get out and meet people unlike you computer nerds stuck in all day gawking 
at a TV monitor. 

Do any of you get women throwing themselves at you or get cheered for every 
day? I don't think so. 
The WWF will be here long after Sega re 

Wrestling is an art. It's in our blood way before Jesus Christ, back 
when man began. The video game is okay but has little passion to it 
and also may I remind you sir that your crown jewel, a certain VIR- 
TUA FIGHTER, bases all its moves on wrestling. I don't care if their 
official style is Karate or ninjitsu 
of the fighters uses wrestling an 
the Frankensteiner from Wolf was named that by the ' 
its real name is the Hurracarana (sic) so Sega m 
done research on WWF to get moves. 
So when you playVF you're basically playing a wrestling 
game, so there. 

Laura White and Steve lenord, London, £; 



Judging by your letter, Laura and Steve, the 
time has come foi you to start that secret cult 
you've always talked about. Remember, 
though, that aggressive recruitment prat 
tict>s may remit in potentially harmful 
publicity, and certain ritual sacrifices an 
still considered illegal in this country • check 
with your local Citizen's Advice Bureau for furthet 
details. Lots of luck! 



TWO FINGERS... 

Dear SSM, 

We are writing in about the recent Nights comp. 

Five major points that really pissed us off: 

1. We had to play the game with a standard Saturn 1 joypad and 
even though everyone protested they wouldn't let it be changed. 
The cheeky gits even ridiculed the Saturn by saying that all us lot 
thought its joypad was pants. 

2. The rules were changed several times as the hosts 
ously unfamiliar with the Saturn and Nights as no-one had a cli 
how to decide the competition. 

3. After all the fu; 
who scored the n 



4. The competition w; 
ourtrainandBenalsc 

Ben messed up and h, 

5. We knew I (Ben) wa 
no-one else said they 
game. 

We felt the competiti 



; now running late and we were in fear that we would mis 
lad some photographer sticking his lens in his face. To 
I the scores from the first round had been scrapped and 
i nothing to show for it at the end of the day. 
easily the best on the day overall and should have won as 
auld (continuous) link any other courses throughout the 

i would have I 



in Frozen Bell 




in a lot smoother 

there to represent the Saturn comp I am not that bothered about the prize now 
ly want to turn into some skin-diving cheesy wuss boy with ten mil- 
ppers stuffed in his cartridge port! But a few games would have beei 
By the way, where were you lot? 
Sen Whittington and Jama Clements 

, - Tcheez! There's just no pleasing some people, eh? And just because 
~:^r you didn't win, probably. Hopefully you won't end up carrying this 
bitterness to your grave. 



OF FUN! 




Dear SSM, 




k Hi it's me, Ben... You know 


the one who came third in the Emap 


■A Imapes/Twix Junior Gam 


esplayer Of The Year finals in London. Just writing 


L to sav it was a cool eve 


and was great fun, so do it again next year (next 


^ time Doubttire, you wo 


Vt be so lucky, HAHAHAHAHAHAhaha he he... 


ft eah). Oh, and how abou 


a Daytona CCE or a Manx TT time trial competi- 


/ tion like the Sega Rally cc 


mpetitionyoudid? 


Sen Bratchell, Purley 





is decided 



- Well we're glad to see that at least SOMEBODY had a good time 
at the Twin thing. Who knows just what wonders next year's 

petition will hold? If any. 



JABBERCRACKERS: GOOD OR BAD? 

As you correctly pointed out in issue ij, fancying games characters like 
Phil Flipping Furness did is very sad. But I am afraid that games devel- 
opers are not exactly trying to prevent this horrific Crime by making 
ittletooappealing. 
iple that lass out of Tomb Raider. Mow I don't want to get 
ss here but don't you think her breasts are a little too big? I 
in how is she supposed to do her athletic activities in the 
ime with them on her chest? 

I could name a few more but you'll know what I mean. Even 
lass that was mentioned in that letter, Candy, 
a bit outrageous and like that lass in Tomb 
little too appealing. 
Now please don't tell me that I am sad for noticing the 
features of that lass in Tomb Raider or anything like 
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that because they're not that hard to miss. 

Please print this letter, even if it has the word 'breasts' in it. I am sure you're 
allowed to talk sensibly about such things without getting tasteless which I hope 
this letter hasn't become. 

James A. Thompson, Hull 

* | If you're worried about it, James, try to think of it like this: if game 
*'- producers didn't emphasise the secondary sexual charade i istics of 
their female chaiacteis and stuck to realistic proportions, the relatively 
crude definition allowed by vector graphics would make them alt look like 
blokes with big pecs. And where would the fun be then, eh? Anyway. lames, 
the very fact that you wrote this letter indicates that you are less concerned 
about the sexual equality of women than you are about looking at their 
breasts. So, in fact, you are sad. 

I DON'T LIKE TO COMPLAIN, BUT... 

Dear SSM, 

I'm having doubts on the future of my Sega Saturn. Before I bought my Saturn last 



June, 1 really had a tough timet 


d make up my mind on which console to 


et. 


PlayStation or Saturn, The reaso 


ns for my decision were that I always believed 


Sega is the company who know 


how to make innovative games, eg NiCHTS! They 


are also the leaders in arcade g 


mes. Therefore, I'm always looking forward to get- 


ting all the marvellous arcade c 


nversions from the AM groups which are always 


exclusively for Saturn. 




But now my confidence in Satu 


n is a bit shaky. Why? When 1 look at the recent 


development in arcade convers 


:ns for Saturn, 1 can clearly see the ^^^^ m 


limitations of the machine. It ca 


n't handle transparency effects, the 




resolution is always being cut <j 


jwn to speed up the on-screen 




action, eg Fighting Vipers, Virtu 


1 On, etc. Nobody can doubt that the 





technology in the arcade is just moving too fast for a home consol 

to catch up with. For instance, I really doubt that VF3 can be conve 

ed perfectly - nicely, maybe, but not perfectly. 

On the other hand, the PlayStation is in a better position than Sati 

It can handle all the special effects, such as nice explosions and tr; 

parency. Though Sony can't produce their own arcade masterpiece 

they always have all the best original home video games, eg 

Resident Evil, Fade to Black, Formula One, WipEout 2097 and Crasl 1 

Bandicootl I think it is because the console is more powerful and 

more popular among the developers, therefore, PlayStation alway 

gets the 'first-hand' products, then we Saturn owners have all the 

crappy, secondary products ■ same games but poorer quality and 

graphics! I am frustrated about the whole situation! 

I am a Sega fan 3nd I really believe in the potential of Saturn, but I'm 

now really starting to think maybe I should sell my Saturn and get a PlayStati 

instead. How sad it is for me to think in that way. That's why I'm writing to yc 

guys who are the top Saturn supporters and yet 



e before it's 



Mikey T 



. r- Well, yeah, Mikey. But you may be getting a bit carried away here. 
^^^ Though more PlayStation titles are coming out every month, it's not 
as if every one of them is an unstoppable sex machine of a game. In fact 
those you've named, good though they are, are the best releases of the past 
several months. If you think about it there have probably been just as many 
really good Saturn games released over the same period. What about 
NiGKTS, Daytona CCE, Virtua Cop ft, Street Fighter Alpha 2, Fighting Vipers, 
Tomb Raider and Sega Worldwide Soccer? 

Just because the PlayStation can handle a few more graphical effects doesn't 
mean the Saturn is doomed. If you're worried about the quality of Saturn 
Virtua Fighter 3 just remember that (a) AMI are hardly likely to disappoint 
with a conversion of their own game, and (b) you will only be able to play 
this game on the Saturn. 



I ALSO DON'T LIKE TO COMPLAIN, BUT... 

Dear SSM, 

I have a rather serious point that other readers may possibly agree with. I am s 
ously considering buying a PlayStation. Yes you read it correctly. I have gradual 
come to this decision on the basis that the PlayStation appears to have a much 
greater selection of games available (also partly due to the many third party sc 



ware companies producing for tb 
Evil, Tunnel Bt. These games are b 
more powerful" routi 
good games to play on it then what' 



that'! 



tine). Games such as Formula 1, Resident 
:. And don't give me the "but the Saturn is 
all very well, but if there aren't enough 
e point... Okay, everyone knows that the 



lepartments produce the best games, but that's about it and these games 
only appear a few times a year. Correct me if I'm wrong, but wasn't NiGHTS about 
the last game produced by Sega? In terms of third party companies, all the titles 
seem to have previously been PlayStation titles that end up being six months late 
and pathetic (eg WipEout - too slow; Alien Trilogy - not as well presented and too 
late; Destruction Derby - enough said). And what about Doom (not knowing at the 
time of writing whether its even out yet!] - this is old news! Duke Nukem and 
Quake on the PC are far superior and these have been out for a while now. 
Talking of delayed releases, I like Sega's way of admitting that games appear in 
Japan months before they do here by use of their TV advertisements ■ "Here in 
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nd I am not going to part 
n the way. But maybe this 
?s can get a little impatient 



I don't like to complain. I think the Saturn is exc 
with it, especially with Virtua Cop 2 and Daytor 
will help persuade software companies that we 

Chris Nightingale, Luton 



, - And well you should not consider parting with your Saturn! It's true 
*■'' that it can be annoying to see good games appearing on competing 
systems while the Saturn is going through a dry patch. Some of the third- 
party titles may not be as good as they ought to be, but bear in mind that 
there are plenty of Sega -programmed games which are world-beaters with- 
in their genres, or at least match 
up to the best software on any 
other platform. For example, 
World-Wide Soccer, which you 
mention, is currently recognised 
as the best soccer game around. 
Though you may be right to say 
that Doom is getting a bit long in 
the tooth, you'll no doubt have 
been pleased to read in last issue 
that Quake is already being con- 
verted to Saturn (all going well). 
And there's plenty more stuff to 
look forward to in 1997 - how 
about Fighting Megamix, Sonic 
3D, Virtual On, Manx TT and 
Hexen? lust keep the faith, baby! 



PLAYSTATION PROCTOLOGISTS 

Dear SSM, 

I was wandering round my local games store a while back when I spotted a 

Saturn. I decided to have a go and I have to say 1 was pretty impressed with what I 

however. This kid I know (and don't particularly like) was telling me about his 
brother's new PlayStation and how it was so great. I mentioned that I was think- 
ing of buying a 5aturn and he said I shouldn't because production of Saturn 
games was going to stop in about a year because Sega could not cope with the 
competition from Sony. He then droned on about the PlayStation's expandable 
memory or something or other I don't have a clue about. He said it would be even 
worse for Sega when the N64is released All of this sounds like a load of maggot- 
infested poop to me. There's no truth behind it is there? If not 1 will get his broth- 
er's PlayStation and personally shove it up his arse for being such a prat. 
Anonymous 

* I That sounds like a load of maggot-infested poop to us. If there 
*•"■' weren't laws against 'Incitement to Violence' we would happily go 
along with your playful dosing sentiment. 



WHAT YOU'VE BUN WRITING ABOUT THIS MONTH 

We want more cover CDSfXl PsygnoiU' Fi coming out for Saturn? I'm 
thinking of buying a PlayStation When the hall is Manx TTT We wan 
more games NOW. Exhnmad if great* Oh no It isn't! (Yes It is - Rich) 
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Another month, another 0+A, hosted as ever by your editor, Richard 
Leadbetter with able assists on the Sega bits by le fromage grande Mark 
Maslowicz. This month's mailbag was quite dull actually. Please think of some 
interesting questions, preferably not involving Psygnosis' Formula One or Manx 
TT Superbike. Send those extremely courteous and thought-provoking missives 
on their way to: LET THERE BE NO DOUBTS ABOUT MY SKILLS Q+A, SEGA SATURN 
MAGAZINE, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Once again, 
please be interesting. I'm dying here. 



SPEED AHD VIOLENCE ADDICT 

Dear SSM, 

up and driving game addict. So could you please answer 
my questions? Oh. your mag is brilliant, fantastic 

i. On your Touring Car feature in issue 13, 1 noticed Sega 
Saturn logos in the background of the car select screen 
Does this mean that its planned for a Saturn release? 
1 Any new; on the conversion of Virtua Fighter 3 on the 
Saturn? Many people say it cant be done but I amongst 
many Saturn owners would be disappointed if AM; did- 
n't even try. 

4. Why is the Saturn superior to the PlayStation in terms 
□f game quality, yet doing so poor in comparison as far 

5. 1; there much point buying Virtua Fighter Kids if you 

Eifion Evans, North Wales 

j^LSj 'The Saturn logos are just for advertising 
^^r purposes, but it is highly likely that Sega 
Touring Car Championship will come to Saturn in the 
latter part of '97 even though it hasn't been officially 
confirmed yet. a.Yes, AMa have confirmed that VF3 
will come to Saturn in late '97. Incidentally, Last 
Bronx has also been announced for next year. 3. Try 
March 1997..- in Japan! I'd say it will be a Summer 
game for us. 4, This is a question I've often pondered. 
I (Rich] own both machines, get all the games for 
free, and 1 think the Saturn's a lot better. lust about 
the only game I've played on PS recently and enjoyed 
has been WipEout 1097. Whereas on Saturn I've had 
Virtua Cop 2, Daytona CCE, Virtual On, Exhumed... I 
reckon people just believe the hype too readily. 
Having said that, that's probably the same reason 
why huge amounts of people bought Megadrives a 
few years ago. 5. If you're a rabid AM] fan, yes. 
Otherwise, not really. 



VIDEO-CD .S LASERDISC 
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the MPEG video cartridge Unfortunately, I haven't seen 
any of the VideoCDs on sale, only one or twD here and 
there However, seeing the "Out Now" section in your ace 
mag, I was led to believe that they're still in production i 
would greatly appreciate it therefore if you could tell me 
where to buy any of the said VideoCDs and if you think 
it's worth it any way. 

Reuben Chambers, Student ,WMU 



mail order companies who sell VideoCDs. Failing 
that, get your ass down to HMV or Virgin MegaStore. 
For smaller towns, try PlayHouse (used to be Our 



Price Video). They sell them. As foi whether it's 
worth it, personally, I'd save up any extra U150 and 
get a User Disc player, but finding discs for that 
(especially in the UK) is just as hard. I get mine from 
the States (if you're on the net look at www.ken- 
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HE ARE HOT ACTUALLY SECA 



if SSM, 



As you're the hottest games mag around, please answer 

my questions to put my mind at rest 

1. Could you please tell me what football game I should 

get- Worldwide Soccer '97 or wait until FIFA '97 comes 

out 

I Will Mortal Kom bat Trilogy becoming out on the 

Saturn? 

3. Will you ever invent a truck racing game' 

4. Are JVC making a Victory Boxing 2? 

S- Any chance of bringing out 3 pool or snooker game? 

Lee Davies. County Durham 

^fc 1, Get Worldwide now. FIFA Is going to have 
"^^ to be a supremely radical improvement on 
the last version to even get near to the Sega effort. 2. 
Yes. Williams have confirmed it. 3. Probably not me 
personally, although Gremlin have Hardcore 4x4 
(reviewed last issue). 4. Hopefully not. 5. Any chance 



now the Saturn doesn't need upgrading to 64-bit. 
is it possible? 

Ow do you flick up with your heels an SWWS '97? 
ow do you guys get your mag so damn good? 

Vincent Stratful, Lon< 

r 1. Did you know that the Super NES was an 
~ bit machine (although as capable as a 16-bl 
like the Megadrive)? How many bits does not t 




that the Saturn could be upgraded with, say, a new 
video 3D processor and still be superior to N64 
despite still being a 32- bit machine. 2. 1 think you're 
referring to the heel lift - move in a direction, quickly 
move in the opposite direction and then move back 
then press B. 3. It's simple. It's because, like you, we 
love games, and Saturn games in particular. Couple 
this with tons of experience in journalism plus tak- 
ing pride in our work and there you have it. 

A DELUDED FOOL WRITES 
Dear SSM, 

I am a Saturn owner and have Virtua Fighter 2 and per- 
sonally 1 don't think it's that good. Most of the special 
moves involve spinning kicks or punches - boring! It's all 
graphics and nogameplay. The characters don't have the 
feel that you know them. For example. Ryu is a fast, 

walked in off the street. I don't know why it got the 
Came of the Vear award 

I would also like to complain about Digitiser. It had Street 
Fighter Alpha for PlayStation at number 1 and SFA on 
Saturn at number 7 What's the difference apart from a 
better loading message on PlayStation? By the way. how 
do you get Juggernaut on PAL X-Men. because the cheat 



*r You're talking out of your arse. VF2 is the 
~^^ deepest, most involved combat game ever. All 
graphics and no gameplay - doh! How much rent do 
you pay in that dreamworld you live in? Addressing 
your queries, Juggernaut has been taken out of PAL 
X-Men. As for Digitiser, it does seem a bit odd. SFA 
Saturn is superior in every regard - speed, loading 
time, the whole works. The difference between SFAj 

SHOOTING QUERIES 

Dear SSM, 

Please answer these questions for me. 

1. How is Die Hard Trilogy shaping up? 

2. Will you be able to use the Virtua Cop gun on Die 

3. How many FPS is Virtua Cop 2 running at and how 
5. Do you think the price of the Saturn will have come 



*.Z, 1- This month's coverage should sort you out. 
"-^^ 2. Indeed. }. It's running at 30 frames per sec- 
ond and it's an AWESOME conversion. Buy it now. 
4 Hopefully around Easter next year. 5. It's not very 
likely. However, ever major multiple chain store has 
their own Saturn value pack. We reviewed them all 
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console: i.vmes for n\i.i: 
all top titles available 
playstation & bait rn 
CONSOLES FOR SALE irawwren 
EXCHANGE YOUR EXIS I INC 
GAMES (FROM £5.(111) 
DELIVERY WITHIN 48HRS 

CALL DAVE ON; 
TEL: 0121 243 mm on mit, wtu 

ISTALORUER^MII IMIIIM1 .]• LEAS 




FINISHED IT? DON'T IJKE IT? BORED WITH IT? 

THEN SWAP IT FOR A DIFFERENT ONE 

£% ^ l SING OCR UNIQUE SYSTEM IT IS POSSIBLE TO PLAY 
■§■ ^ LP TO TEN DIFFERENT GAMES FOR THE PRICK OF 
<***S ONE BOUGHT OFF THE HIGH STREET!!!! 

SAVAPS 

£5 



PRICE INCH DES: 24 hr DESPATCH ON STOCK ITEMS 
ALL POSTAGE & PACKING 
PERSONAL SERVICE 

CALL NOW 
01588 673400 

MKiWIART, P.O. BOX 12, CRAVEN ARMS, SHROPSHIRE. SV7 WH. 

He npemlf n simpli- |irin I lini; -wmi. OITvr jpplii". In 

uwd Kami- «ithin llit -;niu jiritc liand. 
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HACKS/TIPS/CHEATS/CODES 

WIN AT CONSOLE GAMES 

WITH THE 

CONSOLE HELPLINE 



0891-318-400 INFORMATION LINE & INDEX 

0891-318-*)! PLAYSTATION' CHEATS / CODES / HELP 

08^1-318-402 ULTIMATE MORTAL KOMBAT ' SATURN 

0891-318-403 ......ADVENTURE GAMES FULL SOLUTIONS ! 

0891-318-404 MEGADRIVE CHEATS I GOLDEN OLDIES 

0891-318-405 SONIC 1 & IE HINTS, TIPS, CHEATS 

0891-318-406 ......GOT A MODEM? CALL THIS NUMBER FOR 1000'S OF CHEATS 

0891-318-407 NEW RELEASE LINE, CHEATS, HELP k TIPS 

0891-318-408 MEGADRIVE CHEATLINE (LOADS OF GAMES HELP HERE) 

0891-318-409 SEGA SATURN CHEATS, TIPS, HINTS 

0891-318410 SEGA SATURN & MEGADRIVE GAME HELP 

0891-315-411 PLAYSTATION!!! 190 CHEATS & TIPS THE WORKS 

0891-318-412 GOT A MODEM? CALLTHIS NUMBER FOR 1000'S OF CHEATS 

0891-318-413 MORTAL KOMBAT III, CODES, CHEATS, TIPS & MOVES 

0891-318-414 CHEATS ALL KINDS OF CONSOLE GAMES 

0891-318-415 MORTAL KOMBAT II, CODES, CHEATS, TIPS & MOVES 

0891-318-416 PLAYSTATION NEW RELEASE CHEATLINE 

0891-318-417 SEGA SATURN NEW RELEASE / CHEATS / HINTS / HELP 

NO MUSIC, WAFFLE & TIME WASTING, JUST STRAIGHT TO THE HELP. 

PLEASE HAVE PEN & PAPER READY FOR INFO. 

SEE USE ON THE INTERNET AT HTTP;// WWW.GATES.CO.LK 

HOME GROWN PRODUCTIONS LTD, PO BOX 193, HAYES, MIDDX. 






VIRTUAL INSANITY 

Yet another brilliant coin-op conversion blasts on Sega Saturn courtesy of the 
world renowned AM departments! This time, AM3 deliver the goods with the ulti- 
mate robot battler, Virtual On. Join RICHARD LEADBETTER as we jump into the 
dark future of the Virtual Century! 
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P AND BOOST 
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-J TECHNICAL READOUT 6 
L-BAS-B0W(XBV-13-t11) 

I Being large and slow usually means that a Virtuaroid tends to be ve 
to damage. This isn't the case with Bal-Bas-Bow who 

Void operates they do the job pretty well. His main tactic is to absorb enemy 
fire with the aid of the ring laser and then retaliate. Bal-Bas-Bow goes down ir 
history as the least popular character in the game, 
his preferred tactics as it is to his rather bizarre, porcine appeal 
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live longer, punch tftrtter, run faster, jump higher 
• huridreds of built-in cheats for the latest btocM)usters(and the best of the rest) 
Built-in 3 Megs of game save memory..... 4 tomes the size of standard memory 

• optional PC link-up for the ultimate hacker _- * __ 
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oad, Fenton, Stok&on-Trent ST4SRS. 

Fax:0178S 74429S. Website and Email http://WWW.DATEL.CO.uk. 
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LET THE 




This is it - the chance for ail Saturn owners to vent their megalomaniacal urges in 
what must rank as one of the best games on the 32-bit system! We're talking about 
Virgin's Command and Conquer, the essential war videog ame o ut now! A strategic 
genius with severe delusions of grandeur, RICHARD LEADBETTER writes... 
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THE CONTROLS ARE SIMPLE 
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DIFFERENT ROUTES 

Command and Conquer tries its best not to be a totally linear game. As such 
although there are around 15 missions to complete for the GDI 01 NOD, your perfor- 
mance in key areas can take you onto different tasks. In all, there are over 50 mis- 
sions to wade through, so finishing the game with both the GDI and the NOD isn't 
the end to the game's testability - there's lots more to discover by re-playing the 
game again and again. Now that's impressive. 

MISSION SUCCESSFUL! 

GOT AMMUNITION AND JEEPS! 



imand and Conquer's precu 
nissions were pretty much i 
the bullet. In C&C, things 



. Dune II: Battle for Arrakis, the objectives of 
tical. Build a base, find the enemy and put 
a whole lot sophisticated. There are the 
enjoyable search and eliminate missions, of course, but there are bunch of others 
too such as commandeering a small task force in order to take out a specific target 
or to break out some prisoners or what-have-you. The fact that the NOD and GDI 
have different methods also has a huge bearing on the make-up of the mission. 



DARK FORCES 



Start the game and you'll notice that everything is in the dark. Apart froi 
amount of landscape showing around your soldiers, everything is hidder 
to seeing what's what is to advance your forces. Wherever they go. the I: 
appears around them. Getting a communications centre gives yo 
map of all the land you've uncovered. It also shows all of your units and any ene- 
mies in this area too. Sometimes it's a good idea to sacrifice some smaller units in 
order to reveal more of the map. This can help you get more of a warning when 
the enemy prepares its next onslaught. 

BASES LOADED 

As well as commanding your units, there's a great deal of construction involved in 
Command and Conquer Organising a base to create new troops and harvest the 
surrounding Tiberium is a carefully balanced act that is especially critical on the 
later levels. Should you invest your cash in a top-notch Tiberium harvesting opera- 
tion and hope the enemy hold off long enough for the investment to come in? Or 
should you concentrate on troops first? It all depends on the mission, really. 



Command and Conquer i- 



1. CONSTRUCTION SITE 

The most important building 
In (he game. The Construction 
)lte is used to create all other 

buildings. It's irreplaceable. 

2. UPMKfD POWER PUNT 
More advanced technology 
requires greater power. Hence 
the creation of this enhanced 
powtr facility. 

J. BARRACKS 

This place Is constructed to 
build and train your footsol- 
diers. Build more to increase 
the speed of troop production. 

This facility is the hardware 
equivalent of the Barracks, 
providing the technology to 
create all manner or light and 
heavy units, both for the 
ground and air, 
5. COMMUNICATIONS CENTRE 
Keep a good look at the over- 
all map with the aid of this 
centre which tracks all units 
in land that has been 
revealed. Get this when the 
money's really rolling In. 



wed on page 7: 





6. ADVANCED 

COMMUNICATIONS CENTRE 
Microwave-baled satellite 
technology is the key to this 
building, which targets the 
Incredible power of the 
Orbital Ion Cannons. 

7. LABOR ATORT 

ate. This is the home of 
Tiberium scientist Dr 
Morbrus, so this is a particu- 
larly notorious NOD target. 
B. GUARD TOWER 
Based usually around tho 
edges of GDI hases. this 
unleashes lead death at any 
H00 Interlopers. 

9. ADVANCED GOARD TOWER 
Instead of lead, this con- 
lake out holh ground and air 
forces that dare attack. 
10 REPAIR FACILITY 

by repairing damage done to 
your units with the aid of this 
facility. It's a stow and cred- 
its-Intensive Job though. 
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1. POWER PUNT 

You need power in order to 
construct anything else. This 
it always the first thing you 
build after deploying your 
Construction Site. 

2. HMO OF NOD 
Typically alter your Power 
Plant you build the Hand of 
NOD, This building supplies 
NOD troops. Build more than 
one to create troops quicker. 

3. TEMPLE OF NOD 

The Temple of NOD Is the 
equivalent to the GDI com- 
munications centre. Gives 
you a better strategic view 
or the map. 

4. TIBEMUM PROCESSOR 

This Is the centrepiece of 
your Tiheriom Harvesting 
operation. Buy one and you 



get the hi 
5. SILO 






precious ore. The silos enable 
yoo to stockpile 1500 credits 
more. Essential, really. 




UNITS UNITED 



Regardless of whether you're GDI or NOD. the attacking forces at your disposal can be split 



it types. The key is to learn the strengths and w 

SOLDIERS 

these form the main body of your forces. They 
come in various different types depending on 
whether your GDI or NOD. Mini-gunners are the 
basic soldier for both sides, moving on to the likes 
of Grenadier and Bazookas on the next tech-level. 
Later on you get flamethrowers and suchlike. All 
foot soldiers are pretty weak, and lose energy by 
walking over Tiberium (which is radioactive). 



i and U! 



igther 



rt to best effect 



SEA-BASED TRANSPORT 

Some of the missions see you on the edge of 

from your sea-based vessels. Indeed, the GDI 
start off the game with the Patrol Boat inflicl 
ing missile-death on NOD scum, patrolling 
from east to west. Also of note is t 
which often arrives to deploy addi 



foi 



n forti 
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VEHICLES 

Avast amount of different gro 



rting from Dunt 
ing right up Stealth Tanks an 
tanksl Sometimes vehicles c; 



oftr 



API" k. 



opposed to eng; 
vesters should a 
offensive capabi 
diers (which is q 



arry your troops about as 
l>ing in battle. Your Tiberiur 
;o be included here. They h 
ities-save running over foe 



AIR ATTACK 

Unlike Dune II you have full control of air units 
and there are a vast amount of them on offer 
including Aio tank busters, transport helicopters 
and other types of flying menace. These guys only 
really crop up on the later levels, but if you watch 
the GDI demo you get a great view of the power 
of the airborne forces. They can get anywhere at 
great speed, and although they aren't too heavily 
armoured, there's little that can really touch them 
(apart from SAM missiles). 





6. SAM SITE 

Oo later levels where aerial 
attacks are prevalent, the 
Sam Site is your beat 
defence, obviously. 

7. WEAPONS DELIVERY RUNWAY 
The NOD forces guerrilla tac- 
tics involve dropping in 
troops quickly, quietly and 
efficiently as opposed to the 
more conventional GDI 
methodology. And they do it 
with this. 

B. TURRET 

Positioned around the 
perimeter of the base, the 
turrets lock on to marauding 
enemy forces and shoot them 
until they are dead. Unless 
they get blown up first, obvi- 
ously. This can help free up 
troops from guard duty. 
9. OBELISK OF LIGHT 
One of the most powerfol 
forces in the NOD arsenal, 
this oo it tracks Incoming 
invaders and h lasts (hem 
with a high-power laser. 
Devastating. 
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SHOWCASED 

A Sega console without a Sonic the Hedgehog game? Why, that's simply incredible! 
And yet that's just what the Saturn has been... until now! PAUL GLANCEY reports. 
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ic 3D. Saturn-powered graphics and CD sound, we i 



SONIC BLAST -THE MOVIE 

me thing that Saturn Sonic Blast 3D has that the Megadrii 
is this cool rendered intro which appears as soon as the game boots up. 

s Sonic arrives on idyllic Flicky Island! Gasp in awe as he 
bout at vision-blurring velocities! And cheer joyously as he launches 
spin-dash attack that smashes evil badniks and releases the cuddly 
■s imprisoned within! Toot! Toot! Sor 
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HEDGEHOG 'IN THE ZONE' 
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Zone 5: Volcano Valley Zone 
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Zone 6: Gene Gadget Zone 
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Zone 2: Rusty Ruins Zone 
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Zone 7: Panic Puppet Zone 

"his is Robotnik's inner sanctum where Sonic's missi 


n is simply to find the evil eg| 
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aekground. Sonic threads his 
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MUSIC BY. 



Sonic 3D features a total of 24 pieces of top quality music created by none 
other than Sega Europe's main music man, Richard Jacques, who produced 
the better tracks in the recently released Daytona CCE (amongst other 
things). For Sonic 3D, the man Jacques has out-done himself with a range 
of amazing music, ranging from dancey Sonic-style music through 
hardcore techno. It's all rather excellent stuff. What's more you get diffei 

music for every stage, changing slightler per 
great over- 1 he-top dastardly music for Robotnik' 

This time, Richard Jacques has produced the entire soundtrack, mak- 
ing for a far more cohesive sound throughout the entire game, as opposed 
;o the clashing styles of music in Daytona CCE. Hurrah. 
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FREE!! When you 
subscribe to Sega Saturn Magazine. 

Complete the form and send with payment to: ^ fL -ezhristma 



Sega Saturn, Subs Dept, Tower Publishing, Tower House, Sovereign 
Park, Latbkill Street, Market Harborougb, Leicester LE16 9EF or if 
you wish to pay by CREDIT CARD call our SUBSCRIPTIONS HOTLINE 
on 01858435350 between the hours of 9.30am - 5pm 
quoting source and offer codes. 

Christmas NiGHTS is upon us and it's really rather excellent 
indeed. A whole four courses (plus obligatory boss)ofyulctide 
festivities await along with over 20 "present" secret bits to 
discover, including the Saturn debut of Sonic the Hedgehog! You 
can't really afford to miss this! It's brilliant 
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offer closes 31.1.97 
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money oider oi by Mastercard / Visa payment and made payable to EMAP Images Ltd for £... 
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12 months 

UK £33 Offer Code; 112 

Air Europe £46 Signed: 
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Source Code: 1111 

All subscriptions will be processed as quickly as possible, but you should 

allow 28 days for the order to be processed and expect to receive the first 

available issue after that. 

From time to time EMAP IMAGES may send you information that could be of 

interest to you. Tick here if you do not wish to receive such information. J Full money back guarantee of unmailed is 







■5 if you are not satisfied. 




emember our appeals to find the greatest Saturn gamer a few 
nths ago in this very magazine? We asked our super-talented 
dership to get to grips with NIGHTS and send in their highest 
a of this incredible game! Quite lit 
erally we were deluged with responses over the next few weeks as Saturn 
gamers attempted to master this most competitive area of the game. 

Out of the many entries received, only these eight brave gamers proved 
themselves worthy: Ben Bratchell from Surrey. Robert Doubtfire from Kent, 
Matthew Griffiths also of Kent. Robert Allsop from Derby, Marco Vito of 
Bournmouth, Edward Lee of Worthing, Edmund Hodge of London and Ben 
WhittingtonfromOssett. 



The finals were held at the Virgin Megastore on Oxford 
Street on Saturday 2 November. As the starting time for 
the tournament drew closer, the store began to fill to 
brimming with rapt onlookers. Hosting the event was Rick 
Henderson (from GamesMaster) and Chris Knight from Maxis 
software. The game set-up was simple. The challengers had to get 
as high a link as possible in two 



SSM/TWIX PROMOTION E*a 



RESULTS! 

A few months ago in SSM, we teamed up with TWIX and 
began our search to find the greatest HiGHIS player in 
the country. This culminated in an enormous challenge 
held at the Virgin Megastore 
in Oxford Street as we 
strove to find the TWTT 
Junior Gamesplayer of the Year! 



JD 

8EH WHITTINGTON: 52 LINK EDWARD LEE: 55 LINK 
ROBERT DOUBTFIRE: 98 LINK BEN BRATCHELL: 52 LINK 

Taking a break after the first round and powering themselves up with a 
trusty TWIX*, the contestents sat down for the final confrontation! Some 
pretty sterling performances all-round, but Robert Doubtfire streaked to 
victory with a frankly unfeasible 98 link! To the victor, the spoils! 




THE EIGHT CHALLENGERS 



BEN BRATCHELL: 42 LINK ROBERT DOUBTFIRE: 52 LINK 

MATTHEW GRIFFITHS: 23 LINK RICHARD ALLSOP: 21 LINK 

MARCO VITO: 31 LINK EDWARD LEE: 57 LINK 

EDMUND HODGE: 15 LINK BEN WHITTINGTON: 109 LINK 

A masterful contest here, with Ben Whittington's frankly gargantuan 109 
link way, way ahead of his opponents. But could he carry on the momen- 
tum in the final, where the four best players squared off? 



WE HAVE A WINNER! 




After a tense, but exciting contest, Robert Doubtfire emerged triumphant, 

winning himself every Sega Saturn game for the next year, a veritable 

mountain of TWIX* bars plus a celebratory medal for his efforts. He is the 

TWIX* lunior Gamesplayer of the Yeail 

The finalists also did pretty well, scooping up an array of TWIX* bars, a 

cool medal to impress their friends 

with, plus a goodie -bag. 

If you missed this 

a most excellent, enjoyable 

: year, there could well be 
thing very similar going on, sc 
not "Take a break from the 
and ready yourself for the 
TWIX* lunior Gamesplayer of the 
Year challenge! 




'A BREAK FROM THE NORM 
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VIRTUAL ON 



So... Fighting Vipers, Virtua Cop 2 and Daytona CCE aren't good enough for yoo eh? Well, try this all-new AH3 arcade conversion of the 
excellent two-player battler. Virtual On. 




Irobot fighting 



DUAL PLAYER ACTION 



Virtual On was originally designed as a two- 
player game in the arcades. Indeed, it's Only a 
two-player game and as such it's a pretty 
expensive coin-op and thus only found in big 
arcades. That being the case, it has to be said 
that the Saturn version really is far, far better 
when played against a human opponent. 
There's very little more satisfying thai 
skill and strategy to totally outquaff, outgun 
and basically outdo youi opponent in every 
single way. It's more of an enclosed one-on- 
one arcade fest than say, Doom or Quake, but 
it's very, very cool. And strategic too - hence a 
200+ page play guide available in Japan. 




The reglays supply some mM-blnwingly amazing ac 


on seque 


ces, replaying t 


e Final deslru 


live Lank out (or an in-depth 


moments of the round In spectacular Fashion. 








Virtual On play guide son 



Virtual On is the deepest, most strategic two-player game to hit Saturn 

since the legendary Virtua Fighter 2. High praise indeed. 



for their cul- Take the hunter-killer aspects of Doom, mix and 
I, a bit "dif- match with some Street Fighter and CyberSled and 
ers are used you have Virtual On - deceptively simple, but very 
deep and extremely exciting. 

A choice of (fight robot i i<, initially at your dis- 
posal (the roster is boosted once the secrets have 
been activated) and each has a different range of 
weaponry, along with differing speed and agility. 
Each combatant is armed with a plasma sword for 
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BLAST CHAMBER 



Ask any spectator at a municipal fireworks display and they'll tell you that nothing beats a good bang. But if that's the case, how come 
this explosion-based game isn't more fun? 




to enjoy a middle of the floor and you have to try to grab it. 
it rotating shoving your opponents to the deck if they get in your 
crystal in your possession you have two 



J with the mighty Blast Chamber. Well, I say 'mighty', 
but that's only because it sounds good. In fact, 
'mighty' isn't the most appropriate adjective to use in 
connection with this game, but before we get on to 
that, let's find out what this game has to offer the 
everyday gamesplayer in the street. 

Blast Chamber is a game that can be played two 
ways, as a sort of every-man-for-himself future sport, 
and as a puzzle game. In the first variation you find 
yourself trapped in a cuboidular chamber with three 
other blokes (computer or - by the power of multi-tap 
- human-controlled). All four contenders are dressed in 
coloured uniforms with time bombs strapped to their 
backs. All four contenders also have their own timers. 
which, when they count down to zero, detonate the 
bomb and blast the wearer into slimy fragments. 

There is only one way to save yourself from 
go hang? becoming a firework. A glowing crystal appears in the 



s. Vou a 



either si 






ingyour 



thus adding 25 seconds to your tin- 
opponents 20 seconds closer to disintegration by drop- 
ping it into one of their bases. 

Complicating things somewhat is the fact that 
the bases are all situated around the walls and the 
ceiling of the chamber so they're not readily reachable 
to our gravity-bound gladiators. The only way to get to 

corner of the chamber and thus spin the whole room 
through 90 degrees. This also sends your opponents 
tumbling, and if one of them has possession of the 
crystal when the chamber twists, he drops it and you 
getyourchancetoclaimit. 

If you're playing the tournament mode the 
explodees are reintegrated almost immediately after 
detonation, and at the end of a time limit, whoever 
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you're playing el 
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A most original future sport indeed, but does Blast Chamber 

succeed in the all-important gameplay department? 




Foiled by a fiendish puzzle, the red player literally goes poof! 
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Having to run around inside a swivelling steel cube, looking for a glowing cope if you ever find yourself in such circumstances. What we're looking at 
power crystal isn't a situation that a normal middle-class upbringing pre- here, is the first of Blast Chamber's puzzle levels, in which you have to get 

!S you for, so here's a little visual 'walkthrough* to show you just how to that crystal down fiom the ceiling and over to the flashing red base. 




There's the crystal up on that ledge. „ but how to get there? The chamber routes and the crystal drops to the "floor"! 




Twist the room and watch those Tools tumble! Good job I got that Step 



ond chances and the game keeps going until there's 
only one player left. 

This may well sound thrilling in an old-fashioned, 
simple-minded, Speedball kind of way, but whereas 
Speed ball was entertaining and requited some degree 
of skill, the gameplay here is more free-form and 
shambolic. The problem really lies in the weedy sprites 
which, when they come together in a bundle, sudden- 
ly become indistinguishable and unmanageable. Vou 
can shove away at your opponents and sometimes it 
seems to work and sometimes it doesn't. They falll 
They sprawl! But who has the ball!? Or crystal, even? 
it's so hard to telll Bah, this bit is no fun. 

Saving Blast Chamber from total embarrassment, 
though, is the second game variation. Here you find 
yourself alone in a chamber full of platforms, staircas- 
es, spikes and elevators. Hidden in some out-of-the- 
way, hard-to-reach place there's a crystal, and it's up to 
you to work out how to claim it then get it back to 
your base before that nasty bomb timer hits zero. 
These levels start out easy but they soon get very 
tricky indeed and after a few rounds you need to work 
out complex routes across perilous arrays of traps, dis- 
appearing bridges and bouncing bones Power-up pods 
also appear to boost your jumping ability or time limit 
so you also need to work how best to use these to 
complete the level. 

Clever though this part of the game is. it too is 
dogged by problems. Blast Chamber's controls are a 
touch too vague to give the precise, against-the-clock 
ring required for a time-limited, platform- 
ne. Also, the jD viewpoint doesn't always 
curate indication of where you are in the 
)u sometimes find yourself wasting precious 
imping at platforms that aren't where you 



Phoo! What smells? Such 
green guffery indicates immi- 
nent immolation for one of 
Tor Christmas, our doomed competitors! 




Beautiful, but deadly - like 
es of tropical 
fish. As the levels Tlick by 
they grow ever fancier... an 
ever more difficult to solve 

thought they were. On several occasions I was pushing 
at the arrows on the walls trying to rotate the cham- 
ber but with no effect - until I nudged my little guy 
couple of pixels to the left or right. How annoying. 

I can imagine Blast Chamber's designers believ- 
ing they had come up with a great game idea that 
made a clever and unusual use of the Saturn's 3D 
graphics hardware. In principle it is a good idea - or at 
least the puzzle part of the game is - but all the smart 
thinking has been undermined by some dodgy execu- 

could have been respectable, but as it stands Blast 
Chamber is a damp squib. 
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NHL HOCKEY '97 

Electronic Arts initiate their barrage of sports titles on the Saturn - here's a conversion of one of their most respected of Megadrive 
titles... And it's all in 3D! 





WHAT THE PUCK?!? 



Upon loading NHL Hockey '97 you are immedi- 
ately bewildered with a vast array of options 
to wade through after an impressive full- 
motion video intro. The first order of business 
is to choose exactly what kind of game you 
want to play. NHL has it all - an entire season 
(which you can save off to memory and 
resume later), play-offs and shoot -out contests. 
Pretty impressive stuff. You can even engage 
in a bit of gambling in the volatile player 
transfer market or create your own players. 
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-^ trt^t C * ' ) ^HP An overhead view or the face-off. 




Trie players close In for the first race-off. 

remember when EA Hockey first arrived 
?n the Megadrive, waaaay back in the 
:arly days of my reviewing career. It was 
a revelation. Finally, someone had been 
able to incorporate the speed, skill and rampant vio- 
lence of Ice Hockey into a Megadrive game. Coming 
from the home of John Madden Football, it's not sur- 
prising that it was brilliant. 

After numerous sequels (most of which weren't 
as good as the original), EA have moved onto the 32- 
bit systems and this whole sequel business looks set 
to begin again. Still, since this is the first Saturn ver- 
sion we can at least benefit from an all-new game 

In this regard as well, NHL Hockey is pretty damn 
>ood actually. EA have managed to upgrade their 
/irtual Stadium technology from last year's FIFA title 
ind have created a believable 3D environment that 
irtually moves fairly smoothly and at an acceptable 
peed. This is essential for such a high-velocity sport 




therefor a game 
on the realism and enjoyment of the 
original 16-bit games. 

Being EA Sports there's the usual presentation 
guff - a whole bunch of full-motion video sequences 
designed to lead you into the game and enhance the 
atmosphere. The quality here is adequate, but since us 
UK gamers don't really give that much of a toss about 
this frippery and more often than not. the START but- 
ton is used to get us straight into the action. More 
useful presentation takes the form of the usual super- 
anal EA Sports options and stats. EA are notorious for 



The control system is very similar indeed to the original 

EA Hockey on Megadrive - which isn't too Shabby. 
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The intelligent camera views 
make the whole thing gel 
together very well. 
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Much scrambling about on the 

defensive as the reds repel a 

full-on strike from the 

opposing team. 1 think you've got the idea But here are some more pictures any way. Goo. 

The ea Sports Virtual Stadium technology provides ^ 

a faSt aild SmOOth 3D eflVirOfiment. *!*.. .Mthliwlll be another of those face-offs then. 



game variations and Ice Hockey nuts are unlikely to 
feel really let down here. 

The thing is, here in the UK. we're more con- 
cerned about gameplay over and above the stats and 
what-have-you. And in this regard, NHL Hockey works 
pretty well. The feeling of skating over the ice is just as 
good as the Megadrive original and trie control 
method is pretty much the same. That makes it very 
easy to get into for people who've played the originals. 

The bottom line is. does NHL really warrant pur- 
chase? A distinction of EA titles is that they're usually 
first into the market - but not this time. Virgin have 
entered the fray with PowerPlay Hockey and although 
the EA effort is probably superior in terms of presenta- 
tion and optionary. I have to say that I prefer the Virgin 
title (ever-so-slightly] when it comes down to graphics 
and gameplay. And in the final analysis, that's what's 
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[COMMANDS CONQUER 

Don't be fooled by tbe simplistic graphics. This game is one of the all-time greats ■ a classic release right up there with the very best 
of Saturn titles. Command and Conquer is a revelation. 




IT'S A BIT LIKE 



When I first sat down to play Command and 
Conquer, I thought that being a strategy game 
it would take ages to get into. Not so. In actual 
fact the game bears an incredible resemblance 
to another Westwood title, Dune 2: Battle for 
Arrakis. That's no bad thing, because that 
game was one of the most accessible and 
enjoyable titles ever released for the 16-bit 
machine. C&C is much the same, just with a 
greater range of tasks and missions, along 
with far superior presentation - as befits a 32- 
bit machine like the Saturn. 



Select to act as the GDI and you're immediately thrown into the thick of th 
action. Troops arrive via sea and it's your job to use Ihem to 
terrorists over to the left. That boat houses a mean cannon. 
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FMV 



Conquer is one of those 
game concepts that defies technology. To withajoypad. Tal 
be perfectly frank, an almost identical 
ion of this game with 





could probably be 
done on the Mega-CD. 
The graphics are small 
and well-animated, but 
ing spectacular and 

jnd is ' 
rage. So why is 
I and Conquer worth; 
that puts it up there 
ith AMi's finest games? 

It's simple - Command and Conquer thrives on 
■ptively simple garneplay. Vou can achieve so mucl 
so little effort it becomes a joy to play The point 



■nands for 

nding them off to crush 
the enemy once and for 



This 



made 



nclusionofsome 
excellent artificial 
ntelligence. If your 



attacked and you're 

busy elsewhere, your troops think 

for themselves, retaliating or running depending on 

their strength. That self-same Al is also responsible for 

some excellent and involving battles with the CPU- 



The FMV Is a hit grainy compared to the likes But these se 

of Virtual On and Gun Griffon. the story. Which they do extremely well. 




of buildings put together 
ortha earlier levels. Gel 

refineries to maiimise Tibei 
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Channel hopping from the FMV intra (four pictures above). 




Barracks under attack! 



Leadership 94°i, Efficiency 70% - that's Rich all right. 



A simple game yet utterly absorbing, Command and Conquer 

is simply a massively addictive videogame. 
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A nice GDI haie construction going on here. 
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Conquer. Westwood have 


^Ji^- 






sion's multiplayer mode. A 


obviously a huge amount 


*fe. 






k link-up option or NetLink 


of time devising every I 








^ facility would have firmly 


aspect of the missions in 1 








8j^^ put this well up in the 


the game -even the earli- 








^^^ph leagues of NIGHTS 
jEMfc andVirtuaFighte, 


er, simpler assignments are 
classy whilst the latter tasks 


\1 ^'S^ 




^ -***** 


are masterpieces of gaming 


™ 






^Hi^ software which 


design. That's something ex 


xS 






^^kW^ MUST be owned. As it 


rare to behold on a videogan 


e created ^^■'•l 






is, even without it. 


outside of Japan these days. 


NV 




Comman 


d and Conquer isn't far off this 


There is very little to co 


■nplain about ^H 


^^^T re 


almofexcell 


nee. Which certainly isn't bad for 


with this game - as the box- 


ut on this page ^ 


a game 


you could do 


on the Megs-CD... 


states, you even get to choo 


e your side with each 






**-> 


having their own range of ta 


ks- adding still furthe 


HI CH 


LEAD9ET 


TER 




For a game that's as visually 
simple as Command and 
Conquer is, it's a tad sur- 
prising that the whole 

shebang is spread ovei V \ ~~~~\) k 

TWO CDs! But why? Well, " 
being a supreme strategy 
title, C&C allows you to become 
either of the two major sides in the conflict, 
each with their own missions and full -motion 
video. Because there's so much of the damn 





FMV, two discs 
that since both 
tially different games there 
never any disc-swapping. 
Instead, you just choose 
which side you want to 
be when you choose 
your CD. Easy. And 
indeed peasy. 



quired. The good thing is 




CONSTRUCTION TIME AGAIN 



One of the reasons why Command and 
Conquer is so ace is because as well as the 
fighting elements, there is also a kind of Sim 
City style bit to it. On most of the levels, your 
task is to build up a base of operati 

! troops and harvest the surrounding 
area of value minerals. Good base construction 
and prioritising which bits to add to it at what 
i the marks of a good CStC player. 




screenshots, but take it from us: Command 
Conquer is an easy- to-get-into, utterly 
pelling and extremely " ' ~ " 
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SEGA AGES 



Sega's latest arcade conversions finally hit homel So what do we have? Virtua Fighter 3? GonBlade NY? Last Bronx perhaps? No. Try 
timewarping back into the last decade and checking out the delights of Space Harrier, Afterburner and OutRun! 




Released in 198;, Space Hairier levolut ionised 
ide graphics. With its distinctive chequer - 
board landscapes and incredible (for the time) 
scaling sprites, this game was the ultimate 
L'd by a brilliant hydraulic 
cabinet keyed to the responses of the joystick. 
In this regard, Space Hairier set the precedent 
for brilliant arcade cabinets. A simple blast by 
today's standards, but in its time Space Harrier 
was cutting edge technology - the Virtua 
Fighter 3 of the mid-eighti. 
if you will. 

On Saturn, you get a vir- 
tually identical con- 
version. Everything is 
present and correct 
including resolution, 
speed and playability. A 
masterful conversion 
of a game still 
strangely compelling 
despite the ancient 
game play. 




Afterburner was designed to be the ultimate 



ega have led the arcade field since th> 
days of Frogger and Turbo, two epoch 
making videogames. However, the CO 
party's prolific R&D arcade departmer 
really came to the fore with the development of 
sprite-scaling technology which allowed for some 
the most amazing "3D" graphics ever seen. 

Whilst opposing companies were still shovelli 
out scrolling shooters and platform titles, Sega too 
the game to the next level, totally outquaffing eve 
thing everyone else was doing at the time. Just as I 
are now with the new Model 3 technology. 
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The Sega Ages pack (vo 



Although predating 
Afterburner by two years, the 
similar Space Harrier actually 
has superior design. 

ie) takes three of 
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them onto one CD What you get for your forty quid 
are virtually arcade-perfect representations of Space 
Harrier. Afterburner and Outrun. 

The former two games have been converted pret- 
ty well to Megadrive and 32X in the past, and as such, 
really don't merit so much attention. Suffice to say 
that Space Harrier is totally arcade -perfect, still 
playable and still worth a blast. Afterburner is just 
short of arcade-perfect, but again, it's uncannily simi- 
lar to the original. Like the coin-op, there's little depth 




-„ _ . In their day, these games were the equivalent to VF3 in 

terms of technical innovation. And they were produced by AM2 as well! 

J$ Mi'tut ... Jk 
• ... , '^ 
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OutRun was Yu Suzuki's finest hour before Virtua Racing, 




Just like the original! 



Multiple routes through hi 
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Engaging the eponymous ailerburners. 



There's a bit of an art to 
dodging incoming enemy mis- 
siles in Afterburner, particu- 
larly on later stages. 



Of the three games, OutRlM Still shines as an excellent game, 

with Space Harrier and Afterburner providing the extra value. 



always been a favourite of mine, and it stilt is. Suffice 
to say, when the Japanese import turned up a couple 
of months ago, it mysteriously "vanished". 

But OutRun eh? Everyone old enough to remem- 
ber the 1986 classic has fond memories of this brilliant 
game, and it's great to see that the game still holds its 
own. Sure, it's no Sega Rally, but the game still has 
legions of fans and this Saturn version is the closest 
version EVER. And it's about time. 

Like the Bubble Bobble pack I reviewed a couple 
of months ago. it's dear that thi 



cup of tea. These aren't the games you bought your 
Saturn to play. However, there's something about 
these old games that I love, and you do get your value 
here (in Japan, the games were sold separately, believe 
it or not so European gamers actually benefit for a 
change!). The bottom line is, these bygone classics are 
still pretty ace games and if you're a longtime arcade 
player, you're going to love this - hence my personal 
recommendation, which the pack would have got for 
OutRun alone! 



■ ■■ ■ 



Easter Island statues strike! 




thl* won't be 


everyone's RICH L 


ADBETTER 




vT5 
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Space Harrier redefined the arcade experience 
when it was released in 1984 - its contempo- 
raries were 2D. graphically unsophisticated 
The first Space Harrier boss. titles. Sega had started a revolution. 



Recognised as being the most successful coin- 
op of the eighties, OutRun took the Space 
Hauler "Super Scaler" technology and adapted 
it for use in a driving game. Not surprisingly, 
the graphics amazed all who saw them, but 
the real innovation was in the soundtrack, 
which was based on Yu Suzuki's desire to get 
studio-quality music 
into videogames. 
Innovation in the game- 
play (such as decent power 
drift and opposing cars 
travelling at different 
speeds) coupled with 
sheer atmosphere 
made OutRun a 
deserved classic. 
The Saturn version is a: 
close to arcade perfect ; 
you would expect and 
like all of the Sega 
Ages games, it's all 

CD access! Hurrah. 




AFTERBURNER 



tn catching the imagination of arcade-goers, 
Sega turned their eyes to Hollywood and used 
the Super Scaler technology to basically bring 
Top Gun to the arcades. The most adrenaline- 
packed game of the time, Afterburner was 
again an audio-video feast combined with 
what was the ultimate hydraulic cabinet of the 
time. Limited in terms of gameplay, 
Afterburner was still an 
enormous hit and 
still just damn 
exciting to play. 
The Saturn 
conversion is 
probably the 
least faith- 
ful on the 
Sega Ages 
pack, with 
some resolution 
lacking, but the audio- 
visual hits are still there. 




ong with this. Space Ha 
Afterburner are fairly coo 
brilliant. All three of them on one CD makes 
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MIGHTY HITS 



The Virtua Gun renaissance continues. As if Virtua Cop 2 wasn't enough, Sega have seen fit to support its plastic sharp-shooter with 
Mighty Hits, an intriguing collection of games that may well make your head hurt. 




TOY TRAINS 



One of the hardest games in Mighty Hit: 
Trains plunge in and out of four ti 
you have to shoot the blue carriages whilst 
avoiding the red on 

sounds and I've ne\ 
got this one right,. 
Never. Not that I'm crap I 
at games or anything. 



ilue carriages whilst 



stranger rides into 



3 far, every Saturn gun game has relied 
in the same bad-guy-shootin', into the 
icreen-scrollin' tomfoolery that made the 
iriginal Virtua Cop so damned funky, but 
Mighty Hits takes a refreshingly new approach. 
Instead of just offering relentless blasting action, 
Mighty Hits contains twenty sub-games which offer 
relentless blasting action. Admittedly some of them 
are slightly more cerebral, but the blasting bit remains 
a central theme. This is a Good Thing, because other- 
wise it would make for a pretty pointless Virtua Gun 
game. And we wouldn't want that. 



and trashes the joint, John Wayne eat your heart 01 



b-games are a disparate buni 






Japan, you 

the prograi 



ebai 



together. As the game originates from 
i expect weirdness, but in Mighty Hits 
lets have outdone themselves. Coming 
fuelled Western, the intro shows assort- 
aracters in the midst of a saloon heist, 
i halted as the cast literally go to pieces 
Elapses on top of them. Mad. 

igh the game, by giving instructions on each 
i then cringing as you foul it up horribly. At 



Since the preview. 
Shoot at the falling picti 
but if you hit one with 
a red frame you lose a 
point. Since there 

many red 
just shoot the lot a: 
you'll win anyway. 




Clearly a bright, vibrant piece of software with some nice 3D 

but is Mighty Hits worth any more than a cursory investigation? 



There's a Penguin trapped in the ice. Blast at | The 'taxing' final stage 

the ice to set him free, but each hit causes the 

ice floe he's sitting 

to spin round, 

ing careful timing 

needs to be employed 

to succeed, A simple, 

but tricky game. 

Blow away these falling cards. Ihis ii bizarre beyond belief. 




kV« ■T^.V\V The knight: 



salute as you hit the bullseye. No really, they do. 






>.. 
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Destroy picture frames like th 
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FACE PUZZLE 




Shoot the Jack- in -the -Boies. Have no mercy. Kill. Maim. 



The deluge Of gun games continues with the arrival of Mighty Hitsl 

But does this match up to the brilliance of the Virtua Cop games? 



A bit like a Rubik's cube, we suppose. Revolve 
the nine blocks by shooting at them to reveal 
the face of one of the 
game's comedy charac- 
ters. And repeat. Wait 
for this to appear as a 
Games Master 
Celebrity Challenge. 



'Shoot the unnecessary part of the toy' pro- 
claim the instructions. Yes, it's mutant teddy 
action ahoy as you 
have to waste the part 
of each toy that obvi- 
ously doesn't fit in. 
Like the frog with e: 
robot legs. Ugh, scary. 



Quite tricky. Three pocket watches a: 
ing backwards and for- 
wards like pendulums. 
You have just the one 
bullet to nail all three 
docks i 
fail, you will. 




£j 



:o land the little fella on the rait. Or just 



the start of e 


ch 'round 


you select three stages by 


shooting ate 


rds that r 


pidlyfl 


.through 


he avail - 


able games. 1 


s the leve 


of diff ic 


ultyincrea 


es. so do 


the time limi 


sand nun- 


ber of p 


Dints requ 


ed, until 


you reach a point where 


it's aim 


Dst imposs 


bletosuc- 


ceed.Getthr 


ughtoth 


end an 


1 you get t 


j play the 


perilous final 


stage, wh 


ch invol 


es a ball a 


id eight 


seconds to shoot it to p 


eces. No 


missiles. 


tanks, or 


anything. Jus 


the ball. 








Mighty 


Hits is a de 


cent enc 


ugh idea. 


ut when it 


comes down 


olt, it'sju 


tnota 


that fun. 


urethe 


attraction of 


omething 


differen 


t for the V 


rtuaCun 


holds your in 


erest for five minu 


es, but on 


e you've 


played all the 


games an 


J pulled 


your hair c 


ut at the 


ridiculous tin- 


e limits there's no 


much inc 


ntive to 


keep playing 


The only 5 


ight red 


emption is 


the two 


player versus 


mode, but 


even th 


t isn't a b 


ndleof 


laughs: real t 


10 player 


i-jinks a 


re best left to proper 


puzzle game 


like Bust- 


-Move 


It's not te 


rrible, but 


it is pretty m 


ers pointless. Rather lacking i 


the point 


department. 


dually. 
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TETRIS PLUS 



It's Tetris, that simple-yet-brilliant block-arranging puzzle game. What more can we possibly tell you? Y'know, Tetris, that game that 
everyone can whistle the music to. It's Tetris for chrissakes. Read on. 




RAIDERS OF THE LOST CAR PARK 



Our intrepid puizle mode explorers are dead 
set on discovering the world's greatest lost 

whether the treasures 
not. As you can see from this intro sequence, i1 
sets things up marvelously for each game, but 
strangely enough it's the same plot wherever 
in the world the archaeologicaliy minded duo 
are. It's a funny old world, isn't it? 




nutty protestor add-o 



fter years of being confined to the tiny, 
plastic shell of theGameBoy, Tetris has 
finally broken free and legged it for the 
relative comfort of the Saturn. But what 

Sega's 32-blt beast do for a game that is, in essence, 
just a few blocks moving down the screen? To be quite 
honest, not that much. Unless you take a radically dif- 
ferent approach, like the recent Super NES Tetris 
Attack, Tetris will always just be, well, Tetris. But hav- 
ing said that, there are an assortment of play modes 
to keep you occupied through those long winter 
nights 



-e the left professor dies a slow, lingering death. 



bog-standard common or garden Tetris. Fit the falling 
blocks together to make lines. The more lines you get 
at once, the more points you score. As you get more 
lines the action gradually speeds up until eventually 
1 frenetic pace. If the blacks reach 

e two player games in this mode, your 
affect the state of your opponent's win- 
bit stupid really There is a full blown 



you're playing a1 
the top of these 
possible to have 



The greatest puzzle game of the Nineties arrives on Saturn... 

But was it really worth the time and effort? 





Tetris on the Saturn eh? It's not a hid idea but. 



Bmt-A-Move 2 and Baku Baku 1 



■ keep up with 

This mode introduces a cartoon professor and his 
assistant. They are exploring archeological sites 
around the world, but every time they seem to come 
up against a fiendish pullle based on lots of falling 
blocks in a well type arrangement. Criminy! It sounds 
just like Tetris. The basic object of these games is to 
rescue the Prof by clearing a stage with a preset 
arrangement of blocks. As you drop more blocks, the 
Professor climbs up on top of them, and to spice up 
the proceedings, a whirling blade of death slowly 
descends into the stage, mincing blocks and errant 
explorers alike. Should the Prof get pureed, it's game 
over again. 

The two player mode is based on the puzzle 
mode, in that it uses the same type of playfield, with 
the Professor, whirling blade of doom, and preset col- 
lections of blocks This time, however, each line you 

nents side So if you get a Tetris. expect howls of deri- 
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Here's !he full range of options and stuff in Tetris Plus. 

sion from the other player as his or her Prof gets rapid 
ly shoved bladewards. The thing is, two player game 
never last too long, because of a combination of the 
larger blocks used in the puzzle mode and trie 
descending blades This means that if you're after a 
il battle, you'll be disappointed. 



's all this manga stuff? 



This ii more like It. Tetris it It SHOULD be played. 



Tetris Pius is well-presented and playable but 

it's just perhaps a bit too long in the tooth for Saturn owners. 



it there's yet rr 



;! Tetri- 



n fiendish 



Edit mode. 

puzzle stages with which to infuriate yourself and 
friends alike. Vou can store up to ten of these home- 
made stages in the Saturn's memory at one time, and 
you can specify every possible parameter; from the 
position and colour of the blocks, to the starting posi- 
tion of the Prof and the whirling blades of death that 
inevitably form his untimely demise. 

So on the face of it, it would seem that Tetris 
offers everything a puzzle fiend could possibly desire. 
But in reality, it's not quite as peachy. Somehow a 
game that was fast and playable on the GameBoy is 
slightly jerky on the Saturn. It's only a smidgen of jerk- 
iness, but it's enough to put you off. and the 'lag' 
between a block hitting bottom and sticking there is a 
little too long, so you often end up shifting it left or 





Tetris PH 

right when you really meant to be 

block. Then there's the puzzle 

idea, but is slightly less than great for the same rea- 

The blocks used in this modt 
a quite a lot bigger than in Classic Mode, so obviously 
less of them fit on the screen and games don't last as 
long. Then there's the Professor/Blades of Death dou- 
ble act which starts to get on your nerves pretty quick' 
ly. As the blade falls, it destroys any blocks in its way. 
meaning that you can never foul up by reaching the 
top of the well. The Professor always climbs up the 
tallest pile of blocks, as if he wants to get get minced; 
and as you have no control over his actions, you often 



iO looks basic, and while flashy 
re not really a prerequisite for puz- 
ply not as pretty as Bust-a-Move 2. 
his sidekick are cute but titchy, and 
lion you get looking at the game is 
ply "okay", and certainly nothing to get 



ffect 
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BREAKPOINT 



Sports sims of all descriptions are now flooding the Saturn market... except Tennis ones that this. As you can see from this page, 
Ocean have seen fit to rectify this matter in a major way... 




Being a pretty proficient Tennis simulation, 
Breakpoint caters for just about every Tennis 
eventuality, bar screaming at the Umpire for a 
bad decision (because unfortunately theie 
aren't any). Top of the list is the inclusion of 
doubles. Now you might imagine that twice 
the amount of motion captured players strut- 
ting their stuff would slow the game down. 
Not so. The game engine works extremely well 
despite nearly doubling the amount of tex- 
tured polygons. Not bad... 




, about time really, but finally 
| the Saturn has a decent Tennis 
ulation. Unlike the horrible 
aim effort Virtual Tennis 



here in the end), Ocean's Breakpoint is actu- 
ally a fun, memorable and playable rendition 
of the sport. It's a shame it wasn't timed to be 
released with Wimbledon, but hey - who 
cares if the game's any good. Which 
Breakpoint is. 

The basic deal is that it's one of these 
simulation type affairs. The whole game is in 
full 3D with textured polygons being used to 
create a very realistic Tennis court, and motion 
capture employed to animate the players Just 
about every shot you can imagine has been 
recorded and included in the game - forehand, 
backhand, volleys, lobs - you name it (just 
don't name cross-court volleys 
on that later). Thi 
impressive. Perhap: 




the slow side, but this is just about the only 
thing to distinguish this from the real 
thing. 

Being a sports simulation. I bet you're 
just waiting to be deluged by a flurry of 
options with which to tweak the gameplay 
Breakpoint is refreshingly sparse in this 
rd (there's no "change the colour of the 
lire's facial hair" frippery) with a decent 
ange of different tr 



ige of camera angles is kept to a minimum. 

ich is a good thing - there's no completely 
US Spy Satellite view, for instance. What 
are views which let you see what's goin 



Criticisms? Well, unfortunately, Breakpoint 
game that's not without its bad points. For 
irters, the sound is a bit cacky - a disinterest - 
^- ed Stephen Hawking soundalike stands in for 
the umpire, providing really quite poor scores 
(a real umpire from the Lawn Tennis 



The action's just a bit too Slow to successfully 

simulate a fast sport like Tennis. 




Is you might have gathered, this is a clay court, which makes for >ome high 
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KRAZY IVAN 



Big robot plus big gun equals big success, according to Psygnosis. But maybe not, necessarily. Right here is where we find out the 
truth behind this recently-contrived gaming adage. 



of the I 
ipal bi 




IS like it was only yesterday when 
aspect of a loopy Russian with a 
h Missiles Now' button under his 
i would have sent the entire popu- 
rn world running for their nearest 



J worth of cling peaches, a tin opener 
and a gross of toilet rolls. In these 
lightened times, though, such char- 
n safely be made figures of 
deed they have been in Krazy 



Rather than being a genocid 
psychotic - who would have been 
fun at all, let's face it - the star of 
this 3-D shoot-zem-up is more of, 
eye-rolling Rooskie buffoon with a gi 
rit and a huge robot death 
which positively bristles vi 
ammo. From within the 
-storey destruct-o-bot 01 



in (Ends to specialise in rather large, albeit blncky 
t. is this picture so graphically demonstrates. 




upon by low-grade rocket trollies and airborne gun- 
ships that attack in pairs. These are small fry, though, 
a mere shin-grazing annoyance that quickly yield to 
your twin cannons, spilling out hostages, weapon and 
shield recharges and power-upsfor you to collect. 

Ivan's rocket launcher and self-target- 
ing laser are even more devastating 
but ammunition is in short supply, so 
these luxury weapons are best kept in 
reserve to deal with the real mission 



rgets. 



The i 



of the 
ibjec- 



js enemy forces have 
lapped the citizenry, possibly 



local defences and ki 
forsomekindofdev 

Launched into the battle zone, you barely have 
time to woik out the tricksy controls before your 



tives are to be found. After a short 
robo-march across the hilly land- 
scape you come across mighty 

| Earth cieature such as a spicier, gorilla 
or jellyfish. Or robot. Stomping into 

they immediately attack with their own 
special brand of rockets and death rays. These behe- 
moths shouldn't cause too many problems in the early 
stages, though, because the simple tactic of repeated- 
ly side-stepping, turning and firing seems to flummo* 
their low-grade battle computers and you can often 
fool them into shooting at where you were rather than 



Does this PlayStation port-over make up 

for the extremely poor Destruction Derby? 




ig the itnfe lift 'right buttons really dents this game' 
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THE KRAZY GANG 




Notable among Kiazy Ivan's delights Is its 
krazy intio sequence in which we are intro- 
duced to Ivan and his krazy ground kiew as 
they are driving their robot-launching tiuck 
through the Siberian tundra. Ivan, who has 
been stuck in his robo-cockpit for seven 
freakin' hours, lives up to his name and sud- 
denly decides he's had enough sitting around 
and unexpectedly initiates the launch 
sequence. His little helpers just manage to get 
the launcher into position before he blows 
them all to kinkdom cohm, then off he 
streaks, almost smashing the wings off two 
patrolling MiC 29s before he lands with a thud 
and stomps off to kick some 'buttski'. 
Thrilling! 



It's got the graphics and the speed to match the PlayStation original - 

but does Krazy Ivan match the excellent Gun Griffon? 



where you are. As of level three, thoi 


gh.you need to 


overwhelming and there's too much weapon-swap- 


come up with something more cunn 


ngas the bad 


ping, weapon-aiming and mad evasive manoeuvring 


guys tend to do nasty things like div 


underground 


to let you get away with such foppish play. 


and spring up elsewhere, and they're 


often accompa- 


The visual experience of playing Krazy Ivan isn't 


nied by some of their mini -drone 


-. 


bad. though there isn't a lot of variety between stages 


mates that take distracting pot- 


- *& 


^ - expect mesas and valleys in varying earth tones 


shots at you. 


fcJt^V 


W and five shades of Sullen for the sky. Hills tend to 


Once you've pasted « J 


HNrT 


P^^ pop into view shortly after whatever is standing 


these Charlies the primary mis- M 




JM> on them. =0 you occasionally 


sion objective is revealed, a cen- ■ 




^M^^fci- . j^tW get floating robots appear- 


tral installation surrounded by a 




^■flHu^^S^T^ ing on the horizon, but the 


spinning shield. To finish the 


■^v. ^ 


. pT^B^r^^^^^ animation on the robots 


level you have to dodge all A 




r *» themselves is pretty good. 


sorts of rocketry for long ^ 




9 »\ For all its fancy graphics and add-on 


enough to blast through the 




jl weapons, though. Krazy Ivan isn't much more 


shield and destroy the glowing 




V^^ft than a souped-up version of that arcade 


orb within. The same dodge- ^M 




J^i& oldie. Battlezone There's a little bit more to 


and-fire tactics work here as fl 




fl^^^B the gameplay but not enough to lift it above 


elsewhere and, for the most ^M 




^H^H\ being a fairly simplistic blast. If the visuals 


part, these final confrontations ™ 




^H^^L had been a bit more exciting or there had 


aren't terribly challenging provid- 




fV% 


ing you can be bothered to go 




^^H\ programmers could probably have cov- 


through the motions of repeatedly 




■■■ ered up this flaw and it wouldn't 


side-stepping, turning and firing. 




^PH been such an issue. But what was very 


Exte n s ive re sea rch ^_ 




_ _..' nearly a full-on, robo-death-blast with 


reveals that this slight game- ^| 




Aflp 


play flaw dogged the 




being frenzied but not terrific fun. If 


Playstation edition of Krazy Ivan, rele 


ased byPsygnosis 


you're anything like me, after two-and-a-half levels 


last year. 1 didn't find it to betoomu 


h of a problem 


you'll be fa) slightly fed up with it and (b) realising 


with the Saturn game, though if you 


dousethistech- 


you've stil! got half the game to go through before you 


nique it does reduce the early part 


thegametoa 


can comfortably allow yourself to buy something else. 


series of samey confrontations. By th 


e time you get on 
start to get 


-iff" 


to the later levels, though, the odds 


PAUL GLANCEY **"' 




Fast and furious (eventually), but gameplay 
that is slightly too simplis" 
from being the definitive r 
might ha L 
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TUNNEL B1 



So... Descent meets Doom meets WipeOut eh? That's what we'd been told to expect with the now legendary Tunnel B1. Well it isn't that, 
but it's still not bad... 








If Tunnel Bi is going to win any awards, it's 
going to be for its graphics, which - and let's 
face facts ■ ate very lovely indeed. So what 
kind of visual effects can you look forward to 
eh? Well, look at these pictures. 



3 -. ft 




Surrounding the tunnel there are tons of lights - lamp 
posts and suchlike - each of which is a light source, with 
beams of light issuing Forth. Is you turn, the shards of 
light change direction accordingly. 



What isn't so great are the explosions. Ginormous great 
pixillalad multicoloured puffs materialise with every con 
flagration. Compared with the other visuals, the explo- 
sions are pretty poor. 




The basic ambient lighting throughout the stages is most 
Impressive. IF there's an explosin 
example, the entire walls like up 
like this that impresses the most 



ticular product 


Some people loved it, oth- ^*V 


ers thought it e 


xtremely dull. And yet as far 1 


saw, despite th 


e controversy (and some very negative 


second comme 


its) it only managed one duff score in 


the whole gam 


es magazine industry. 


Well, I'm 


ot going to indulge in any Tunnel bait- 


ing today, beca 


jse 1 was actually quite impressed with 


this new Ocear 


game. The big question on everyone's 


mind is: how d 


es it compare to the PlayStation ver- 


sion'Theongi 


al Sony version used just about every 


technical trick 


n the PlayStation's repertoire and it's 


well known ths 


: the Saturn does find it difficult to 


cape with the 1 


ansparenctes and suchlike that were 


used with gay 


bandon in the first version. 




, the good news is that the Saturn version 
pretty cool. The detail is pretty much on a 
he PlayStation version but more importantly 
and fluidity are nigh-on identical. The light- 
down slightly, but It's still mightily 



of the explosions are naff - oth- 
like this, look pretty damn ace. 

impressive. Unfortunately, the 
transparencies are replaced with 
le usual pixel meshwork, but it's 
pretty cool. What aren't so great 
\. Again, no transparen- 
cies so it's a jaunt to Orange Puff Central. 
The graphics are the main pulling point, because 
in actual fact the gameplay is very pedestrian, Skim 
along the tunnels blowing things up and dodge 
enemy fire. Locate various power-ups and objects and 
find the exit (sometimes to a time limit). It would be 
better if all of this was a bit more exciting. The ene- 
mies seem to move in slow motion (and your firing 
rate is also slow, so that makes things even) and 
response to your controls is also a tad on the slack 
side. The lack of variety continues on to later levels 
although the timed levels are nice and there is some 
decent variation in the backgrounds. Enemies are 
great too: when you first get a good look at the enemj 
helicopter gunships you're going to be impressed - 






le dow. 



watch 



spira 



it explodes again 
lakes you keep playing the game. 



Hats off to Neon for 



graphically, Tunnel BI is 
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MADDEN '97 



Finally, the Megadrive grid-iron guru makes an appearance on the Saturn. Oh, John Madden, you cuddly giant of American Football, 
where have you been all our lives? Was it the cake shop, perhaps? 




John Madden 's larger-than-human-life peison- 
ality comes across superbly in the block -bust- 
ing rendered intro to Madden '97. It starts off 
with a shot of his bejewelled ring - a 
Superbowl ring, no less - which spins and 
sparkles, then fades into a Superbowl XXXI 
logo on a billboard poster. The camera pulls 
back and heads off down a city street before 
flying in through the roof of a nearby sports 
stadium to catch the kick-off of a football 
game. The hardcore grid 
with the Madden logo, then the big guy him- 
self appears, juggling a football that bursts 
into flames and flies out of the screen at you! 
Heads up, sports fans I 




: heavy-set fellow who knows 
1 Football, you can bet your 

goddamned Limey ass it's John Madden. 

A living legend to Megadri 
games converted many a Tommy English soccer lover 
into a Vankee Doodle Dandy gridiron guy, with their 
cool three-dimensional graphics and vast range of 
plays. For some reason, Saturn owners have been 
denied the Madden Experience and have Had to make 
do with Acclaim's slightly iffy Quarterback Club... but 
not any morel 

EA Sports has finally got around to knocking up a 
Saturn version of JM '5 latest incarnation, which fea- 
tures all the frills and enhancements, the swooping 
camera angles and the vast arrays of options, that 
have become the hallmark of EASN's recent 
PlayStation and PC titles, as well as the full breadth of 
gameplaythat made the original Megadrive games 
such classics. Well, the first two at least. 

But perhaps you aren't familiar with the basic 



ange imported sport, hmm? Perhaps 
you don't realise that the object of the game is to col- 
lect the ball and place it in your opponent's 'End Zone' 
at the far end of the field.lt is entirely possible that 
you are not aware that you get four attempts, or 
'downs', within which you must move the ball ten 
yards closer to your opponent's end of the field by use 
of running or passing plays. And there would be no 
shame in admitting your ignorance of the fact that 
failure to make that ten-yard gain within the allotted 
downs results in a turnover', when the other team 
gains possession. The chances are. though, that if 
you've read this far in a review of an American 
Football game, you know this stuff already. So I won't 
tell you. 

These are the merest basics of American Football, 
though. Over the decades, playing it has been refined 
into a science, with a level of strategic subtlety beyond 
that of any other sport. EA Sports have pulled out all 
the stops to ensure that Madden '0.7 does not skimp 




Touchdown! I'm so greaaat! Dh. Wall 

appear to be in the throes of a trouncing. Damn. 
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There's the snapl Now the quarterback just 
to quickly pass it to "Player C. 



ball and can new leg it up the Of course, this tactic is strictly the re 
Field, covering yard after yard. scum-sucking cheatbags. Not true Madden its s. 



The only way to really play Madden is against other people, 
and in that respect Madden '97 



' seems flawless. 



on these subtleties in anyway, and that it recreates 
the full gfid-iron experience. 

For a start-off. the game features over 100 NFL 

teams, featuring real-life players in their real-life po 
tions with their real-life abilities, and even their real 
life faces appearing on the screen. You can pit them 
against each other in a full NFL season's-worth of 
games, in play-offs, a Superbowl or a Pro Bowl tourr 
ment, playing in digitally modelled versions of all J( 
NFL stadiums. And the whole thing looks extra-reali 
tic because all of the player sprites are built from pi 



and nimble-fingered arcade actio 
perfected and carried across to tf 
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watch the action from ai 
analysis from Madden h 



players, 
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one of eight 3D 
lentaryand post-quarter 
self, along with the sort of 
n Football is famous 
indifference by us lot), 
ition to detail, 
it the Madden Meg, 



each down, you can instruct yo* 
one of 500 different defensive i 
designed by the Big M himself. 

Once you've set them in motion you get incredi- 
ble control over your players. Try a passing play and 
you'll find the quarterback can now send the ball out 
to any of five team-mates. All this sets Madden '97 up 
to be the most complete American Football game yet, 
but there is a fly in the linament. When you're on the 
offense against a computer team you can beat them 
every time with one play, the Double Flag A bit disap- 
pointing, that, as it can provide an easy way out if you 
find yourself in dire score straits with the timer ticking 

Having said that, the only way to really play 
Madden is, and always has been, against other people, 
and in that respect Madden '97 seems flawless. 








More action from tin 



IF only he'd learned to tie shoelaces. Only total spong- buffoons blow the extra point! 
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I JEWELS OF THE ORACLE 

Who is the Oracle? And what's the big deal with his jewels? It's a baffling mystery that only you - YES, YOU! - can solve! No, there's no 
getting out of it, so just sit down, shut up and get on with it. 




TRAFFIC LIGHTS OF THE ANCIENTS 



Here's one of the few conundrums in Jewels of 
the Oracle that is actually soluble by members 
of the genus homo sapiens, as opposed to the 
super- evolutionary beings who appear on 15 To 
1. The clue - "Be as persistent as the tiny crea- 
tures beneath your feet" - clearly gives it away 
as a sliding block puzzle, in which you must 
rearrange jumbled tiles which bear the images 
of four coloured circles. Though the number of 
tiles and the shape of the frame makes il look 
complicated, it's actually easier than most 
other such puzzles, simply because there are 
five empty spaces which give you plenty of 
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eventuality, and to save their land from repellent 
funks they set up a rigorous vetting procedure for nei 

have to complete 24 mindbending puzzles, the like of 

planet, not even in the most expensive of Christmas 
crackers. Thus did only the most enlightened humans 
gain admittance to Nisus, and for many years the Ian 
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The grean-lipped arrow points the way through the Nisus n 
your quest. Press one of the stooes around the pool to open the m 

ed up with your current country of resi- 
dence? Perhaps you don't care for the 
weather? Or the lack of quality television 
programmes? Or the fact that you can't 
find a decent 24-hour upholsterer due to a ridiculous 
and outdated law made in the late 1600s? 

Perhaps, then, you might have found happiness 
in the land of Nisus, an ancient realm in the Middle 
East, where everything was nice. The problem with 
nice places, though, is that everyone ends up wanting 
to go there They end up getting overcrowded, the 
drains get clogged up and the whole place turns into a 
disgusting pit of human ordure. 
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is of Nisi 
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on to found a shining world empire founded on peace 
intellect and smugness, but fate took a different 
course. A devastating earthquake buried their land. 
leaving no trace of them or their civilisation... until 
now. Archaeologists have unexpectedly unearthed the 
Girsu Gates which stood at the entrance to Nisus. The 
incredible treasures of a lost world beckon, but the 
gates steadfastly refuse to open until 
pletes those selfsame 24 puzzles. As e 
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forces them to spend half the day squatting over a 
hole in the sand clutching a toilet roll, you figure, 

begins. 

Press START on your controller and you enter a 
pre-rendered world depicted in letter-box full-motion 
video and controlled by a small brass-effect cursor. The 
tip of the cursor glows green when it passes over an 
object or possible exit, and when you make a selec- 
tion, a short animation takes you to the next part of 
the game. 

Once the quest has begun you find yourself 
inside the buried gateway to Nisus and your only 



To enter NiSUS prospective immigrants would 

have to complete 24 mindbending puzzles... 




Once again, the clue is in th< 

is all this 'Assembly of the Planners 



s utterings of the Oracle. Or 
isiness? What's wrong with, "Fit the 
t separate"? Less atmospheric I sopi 



The most tedious puzzle of all Is this Soko-Ban- 
slyle game, starring a si ok -moving beetle. 
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ftewar* the darker 
side ot confusion and nignt 




Good advice From the Oracle, There's a lesson for 



Dividers af Doom. Mea: 
your way around the board. 



If the tasks were easy the whole game would be worthless - 

but you can take complexity tOO far. 



route lead 5 you to a stone altar on which stands a 
goblet containing coloured gems. Touch the goblet 
and the gems begin to swirl, then they disappear in a 
blaze of light. A lugubrious voice emanates from thin 
air telling you, in a roundabout way. that you have to 
recover the gems by solving the puzzles of the Oracle. 
Thence will you be allowed access to the lost treasures 
ofMlsus. 

Stepping outside, you come across a mysterious 
pool of water surrounded by stones. Press a stone and 
a symbol depicting some kind of puzzle eerily appears 
in the pool. If you then step into the pool you're trans- 
ported to a room containing one of the 24 challenges. 

Most of the puzzles are variations on familiar 
themes, varying from tile-swivelling to maze-solving 
toSoko Ban-style block-shoving, all of which have 
been done out in an Ancient Middle Eastern motif. 
Familiar though they are, they present a formidable 
challenge. The maze puzzle, for example, requires you 
to guide a marble through a vast maze that covers all 
six faces of a cube. A tile-spinning game In which you 
have to align horse plctograms suddenly becomes a 
new form of IQ-test torture when you realise that the 
tiles can be shuffled on their grid around as well as 
rotated. 

At least you have some initial inkling of what to 



do with these examples, though. Others are made 
even more testing by their obscurity. In one room 
you're confronted by a table bearing a dozen objects 
and it transpires that you have to pair them up accord- 
ing to some common factor. Fortunately I had the ben- 
efit of a solution sheet to reveal the tenuous links 
between the objects (as well as a large dictionary to 

to make do with the cryptic Oracular tip that appears 
when they click on the triangular stone at the top of 

Of course, if the tasks were easy the whole game 
would be worthless - but you can take complexity too 
far While the puzzles are perfectly suited to Mekon- 
headed genius rocket scientists, I suspect they may be 
a tad too tricky for Saturn owners who have the stan- 
dard model brain installed. 

In an attempt to make Jewels of the Oracle more 
populist the programmers have included an easy 
mode which simplifies some of the puzzles, but I can't 
see that making a great deal of difference. It's still a 
game that needs the thought patterns and huge 
attention-span of a major league puzzle master. Lesser 
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In intriguing rock. With an 


And to think they told yoo 


equally intriguing puzzle con 


that GCSE io Pebble Arraog 


tainsd within. Fascinating. No 


woo Id never come in useful. 


extremely curious in fact. 


How wrong they all were. 
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Enter the Oracle's chamber (top), break his bowl o[jelly bean) 
(middle) and take a trig through his tunnel of wonders (bottom). 



A testing puzzle game which will th 
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SEGA SATURN" tips 

To celebrate the official release of Street Fighter Alpha 2 - the greatest 2D fighting game ever - SSM brings you a massive 
list of cheats and secrets for it. On top of that, we've got the first cheats for two of Sega's Christmas biggies: Daytona 
USA CCE and Virtual On. We think you'll find them most amusing, boyfrieeeeeend... 



STREET FIGHTER ALPHA 2 



itilyou reach the 



Select Training Mode, and or 

screen hold L Shift and Start 

ter and keep the buttons hel 

options menu. When you sta 

tiate a Custom Combo, the shadows behind will 

never disappear. You'll also be able tojump, and 

won't always be rushing forward. This lets you 

practice Custom Combos for as long as you want! 

Do the same as the previous cheat, only hold R 
Shift and Start when selecting a character and 
you'll have rapid-fire attacks when you begin. 
This means you can hold a punch and repeatedly 
do fireball motions to throw lots of projectiles 
across the screen 

If you do both cheats at once, by holding L Shift, R 
Shift and Start when selecting a character, you'll 
have rapid-fire attacks and ever-lasting Custom 
Combos at once! By doing this, you can get 
someone in the corner and hold an attack button 
to keep juggling them for over 99 hits! 

These secret character cheats can only be 
entered in Arcade, Training or Survival modes 



rtVeni 



To access Chun-Li in her original Street Fighter 2 
costume, highlight regular Chun-Li and hold Star 
Now wait for 5 seconds, and pick her by pressing 
any button. The only other difference is that her 
fireball now has to be done as a charging motion 
rather than a half-circle forward. 

To play as Evil Ryu, get to the Character Select 
screen and highlight regular Ryu. Now hold the 
Start button and move Right to Adon, then Up 
to Akuma. Down to Adon again, then Left back 
to Ryu Now select him while still holding Start Evil Ryi 
can do a Super Dragon Punch (double fireball 
any kick), and Akuma s "Firecracker" move (LP, LP, F, LK, HP 
very quickly). He is also much better at juggling and link- 
ing attacks. 

on of Zangief, 




ghlight regular Zangief and hold Start. Now 
igat, Sodom, Birdie. Charlie, Dhalsim. 
Ryu, Adon, Guy, Ken, then Zangief again Now select 
him while still holding Start. Original Zangief does- 
n't have a super bar and can only before the two 
original special moves - the Spinning 
Piledriver and the Spinning Lariat His range 
is much better than the regular version. 



cess the original Street Fighter 2 version 
jlsim. highlight regular Dhalsim and 
hold Start. Now move to Zangief. Sagat. 
Charlie, then Dhalsim again. Now select him 
while still holding Start. Original Dhalsim 
hasn't got a super bar and can only do a 
Voga Flame, Yoga Fire and Voga Spear. 

To play as Super Akuma (also known as 

Shin-Gouki), highlight regular Akuma. 

Now hold Start and press Down, Down, 

Right. Down, Right, Down, Down, Down, 

Left, Down, Left, Down, then select him with 

any button. Super Akuma can throw double air 

fireballs, has extra-fast teleports and "firecrack' 

and is by far the best character available. We 

imend you don't play as him too much, as he 

;the game too easy. 

All of these characters can be played inversus 
mode by entering them in one of the other modes, 
then playing Versus. On the Vs Character Select 

ighlight someone and hold Start to make Original Dhalslm's got no super combo bar. 

ne change colour Now chose them to get 





For 6 new Sakura colours in Survival Mode only. 
highlight regular Sakura, hold Start and press Up, 
Left, Down, Left, Down. Right, Right. Down. Left. 
Left. Down, Down, Down, Right. Up, Up. Right. 
You'll be on Ryu. Select him with any button 
while still holding Start for one of 6 new colours 
For player 2 you must do the same as with player 1, 
but press Up, Left. Dawn. Left, Down, Right, Down, Left, 
Left, Up, Right, Right, Up, Left, Up. Right, Right instead. 
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Sakura's lovely new pink school uniform. 
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DAYTON A CCE 

Thanks very much to Clifford Bonney from Oxford 
for sending these secrets in first. 

To get a hidden mirror mode, you must first finish all 
of the tracks on Hard difficulty. Then go to the track 
selection screen and hold X+Y+Z and press A or C to 
flip the track. When you race now, the everything 
will be reversed, so that all right hand bends have 
become left hand bends, etc. 

To get the original Daytona Hornet car, finish all of 
the tracks on Medium difficulty in first place. The ne* 



To get the first horse (called Uma) you must come in first place on the first two 
tracks, on Hard difficulty in an Endurance Mode race. The horse loses no speed 
at all on the grass. 



To get the second horse (called Uma 2, funnily enough), you 

place on all tracks playing as the first horse (Uma). AM of the options should be 

on their default settings for this. 




VIRTUAL ON 






n get different camera angles by pressing X+Y+Z 
at the same time. The view will instantly switch to an overhead view, then to a 
side view when pressed again. Press them together once more to get back to 
the original behind-the-characterview. 

To get all of the characters in their alternate costumes, go to the mode select 
screen and select whatever you want to play by pressing and holding the L Shift 
button. Now everyone will be in their second colours to be picked. 

An extra white version of Temjin and Raiden can be accessed by going to the 
title screen and holding Up. then pressing L Shift and R Shift at the same time. 
You'll hear a noise to let you know it's worked, and both characters will be in 



To play as the penalty boss, Jaguarandi, finish the game as any char 
Hard level and you'll then be able to play as him in Arcade and Versi 
moving to the right of Raiden on the Character Select screen. 

An easier way of playing as laguarandi is to go to the title 

Down, then press both L Shift and R Shift at the a 

it has worked, and he'll be selectable by moving off to the right of Raiden o 



ALIEN TRILOGY 

These excellent cheat modes are accessed by entering tl 
codes as passwords on the standard password entry 
screen. As you'll notice, some of the letters are replaced 
with numbers to make up for the factth3t the pass- 
word screen doesn't have the entire alphabet. 
Once you've entered a code, a message will appea 
let you know that the cheat has worked. 



For a level select, enter the code "FLYTo??", but replac* 
the "??" with the level number that you want to warp 
to Exit the password screen and begin a new game. 

To make yourself invincible, enter the code "FVNKYCil 
start the game and you'll take no damage. 

To get all of the weapons from the start of the game, enter th 
code "FiSHiNGFoRGVNS". As you can guess, you'll start with a 
the weapons. 
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I This year once again saw the greatest in arcade shows, with the 34th Amusement Machine Show (JAMMA). At the 
Makuhari Messe, outside Tokyo, the world's gaming elite gathered to display their latest coin-ops to the world. 



f what you've been used to seems 
tike the limit of gaming achieve- 
nt, prepare to be blasted away 
I by the real power of the arcade; 
I Every major arcade manufacturer 
has embarked on a battle for arcade supremacy 
by secretly developing it's own state-of-the-art 
high -technology hardware I The full force of 
JAMMA '96 is the like of which you have never 
seen before! With powei to torch all home sys- 
tems to ashes these games aren't likely for con- 
version any time soon. So standby for action as 
the super-game systems of the future battle for 
the accolade of Ultimate Next Generation Came! 
Let's look at the competition: 

SEGA 

Hardware: Model 3 

Gaines: Viitua fighter 3, Supercar 

Still the best game around in the form of VPj. The 
final version in all its magnificence was certainly 
the focal point of the show -a cleat demonstration 
of the future of arcade gaming. 

KONAMI 

Hardware: Cobra 

Games: GTI Club, PF573 Project 

As well as the brilliant GTI Club, Konami had a pre- 
demo version of a 3D fighting game, with graphi- 
cal power at least equal to Sega's Model 3 board 

CAPCOM 

Hardware: CP-SYSTEM 3 

Games: Red-Earth, Street Fighter 3 

Proving sprite technology can advance just as much 
as 3D polygons, Capcom finally showed the future 
of fighting games with the amazing Red-Earth. 

TAITO 

Hardware: TOP-SECRET 

Games: G-Darius 

Taito were also showing a demo of their 
game to unleash the power of theii 
board The next in the series of the incred- 



RED EARTH 

JAMMA proved to be the first real opportunity to 
savour a near complete version of Red Earth - the 
Western version of War-Zard which we featured 
in issue #179. Significant because it is Capcom 's 
first title powered by the new CP-System III tech- 
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SNK 

Hardware: TOP-SECRET 
Games: TOP-SECRET 

Imagine how some of SNK's best 
fighting games of all time would 
look if they had even more power to 
run them! Well SNK's new board is 



NAMCO 

Hardware: TOP-SECRET 

Games: Tekken 3? 

To everyone's surprise Tekken 3 
wasn't unveiled at the show, so we 
can't reveal much but we'll all bet- 
ting that Tekken 3 will be the first 
game on it! This is rumoured to 
be running on Namco's equiva- 
lent to the Model 3 board. 




STREET FIGHTER EX 

Also on display at Capcom's stand was the much 
anticipated 3D polygon variation on the Street 
Fighter theme. This game is being developed by 
a team called Arika, whose interview we printed 
in the last issue. First impressions were slightly 
unsure because graphically it's still quite basic 
compared to other 3D games available. However, 
all those who played it agreed that the game- 
play was something quite special and indeed 
seeing your favourite aD Street Fighter charac- 
ters fighting in 3D is an amazing experience! 

The control method remains faithful to the SF 
series: eight-direction joystick, plus six buttons. 
As you can see from the profiles, all the popular 
moves have been retained and - from what we 
can tell - are performed exactly the same as 
before. There are. however, some intriguing 



nology, we now have a better idea of the plot 
details, and all-important play mechanics. This 
game is still unfinished, so there may still be 
changes. However it is shaping up to be MON- 
STER exciting! A full report coming soon, but suf- 
fice to say that this game has the power and the 
concept to redefine sprite-based fighting games! 

X-MEN VS STREET-FIGHTER 

You only have to look at the name to know this 
game offers more action than you ever thought 
possible! Boasting superlative 
game play and graphics 
that must be pushing 
CP-System II to the 
limit. X-Men vs 
Street Fighter 
became one of the 

games of the show 
- you really had to 
wait a long time to 
get a game. Most 
people agreed that 
CAPCOM had got the 
balance right 
between the mutant 
X-Men and the 
more human Street 
Fighters. 
Graphically, every- 

that they'd been 
able to squeeze a 
game as great as tl 
out of the CP-Syster 




original features. Bear in mind that members 
of the Arika team created Street Fighter 2. So 
what's okay with them is fine with us! While 
no details are available on the kind of hard- 
ware being used to support the game, the 
results are nonetheless spectacular. It is gen- 



uinely e 
Ryu, Ken, Chu 



■ Street Fighter favourites 
ind Zangief presented in 



them is Guile m 
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SEGA TOURING CAR 
CHAMPIONSHIP 

Choose your favourite car from the 
four full production cars available 

:e them on original 
with "new dynamic realism"! The new 
specially arranged BGM music "Dead Heat" was 
composed by AVEX TRAX [one of the coolest 

ic labels in Japan at the moment) with 
ariety of other characteristic club musicians. 
All the engine sounds are faithfully reproduced 
with state-of-the-art sampling from real cars. 



SUPER GIANT SLALOM 

This game from Sega came as a complete surprise 
and everybody was amazed at how good Sega's 
first attempt was Obviously competing i 
Namco's Alpine Racer 2 there are many similar 
until we have further details the 
jury will ha' 

WAVE RUNNER 

Working with Yamaha. Sega have developed a 
super realistic jet ski game They wanted to get it 
perfect so they choose the standard riding \ 
(as opposed to Namco's standing version). Due to 
close cooperation with Yamaha the feedback 
bounces and landing in the water after 
going over a ramp is really powerful. You really feel 




Then were always m 
Even those not playing could enjoy the game as it's in 
open and Free that the players always seem tn take totally 
uneipected routes. Certainly, the big hit of the show! 

roads, you can freely choose any course across 
them. Weaving between the other vehicles, cut- 
ting across the traffic (one picture sees you cut- 
ting up a huge bus), you can even go the wrong 
way down the road! Basically you have total free- 
dom! GT1 Club appears to have redefined the car 
racing game for years to come! 

SOLAR ASSAULT GRADIUS 

For all of Konami's fans who've been dreaming 
about the latest version of the Gradius Series, 
the wait is over. We're unable to go into great 
detail at the moment but in general the game 
is a behind view 3D shooting game. The scale 
is big with huge 3D objects being moved 
around the screen. There's a power-up gauge 
and collectable capsules to power it up. Along 
with the ever popular "Vic Viper'' (armed with 
missile and laser) is the equally famous "Lord 
British" (armed with spread bomb and 
cyclone laser). 




PUZZLE BOBBLE 3 

Puzzle Bobble is back! Choose from eight unique 
characters and battle against a friend or the com- 
puter over a massive range of bubble layout varia 
tions (30 St ages /$ 60 rounds)! There are several 
exciting and fantastic new features: New 
Technique: Deflect from the ceiling as well as the 
sides New Item: the Rainbow Bubble - burst a 
bubble next to the Rainbow Bubble and it change! 
to the colour of the burst bubble. New Feature: 
Puzzle Mode, where some kind of bubble puzzle 
slowly advances down the screen. 
Brilliant I 

FIGHTERS' IMPACT 

The game play in Fighter's Impact 
is pretty straightforward. There's 
one lever and three buttons - Shift, 
Punch and Kick - but Taito added ; 
whole range of special features to 
make it rather unique: 1. Latest 
motion capture technology for 
added realism. ;. All eight charac- 
ters have three choices of fighting 
style (except Yukiwo who has 
only one) 3: Build your 
original combo, where 

n attacks in the 
right sequence 



an amazing combo! 4. The Shift button allows for a 
number of special evasive manoeuvres with the 
lever. Worth investigating. 

SIDE BY SIDE 

A race game in which TAITO go for realism - not 
just in handling, but looks as well. All eight cars 
in SIDE BY SIDE are based on marketed cars, two 
cars from each of four manufacturers - Toyota. 
Nissan. Honda and Mazda. The performance of 
each car reflects that of the real car so some are 
quicker than others, depending on the course 
you choose. Each course represents one of 
the four seasons: SPRING - a high speed 

e suitable for beginners, in which 
cherry blossoms lining the road. SLIMMER 
slightly more challer 
feet for intermediate di 
next to the seashore. AUTUMN - 
you'll need to have mastered 
professional skidding to han- 
■ die the narrow roads and a 

s of tricky corners which 
characterise this leafy forest. 
WINTER - for super-experts, 
■equiring a whole range of new 
driving skills in 
four-player option is great fun 
adding to the enjoyment. 



Proving once again that they have plenty of good 
ideas up their sleeves SNK had a number of attrac- 
tions at their booth. The MFX2000 is a simulator 
ride seating six people with a huge 73-inch screen - 
a great experiencel SNK also had a curious game 
which involves you moving a metal bar around a 
course. All the edges to the course are electrified, so 
if you touch the side a buzzer rings, sparks fly and 
smoke bellows out. Finally, SNK's new cabinet 
design now contains a video camera and TV screen] 
It's connected directly to your opponents cabinet so 
that you can see each other while you're playing. 
Great fun when you're with a friend because you 1 
pull stupid faces when you beat them! Also on show 
was their football game, Ultimate 11. 

SAMURAI SHODOWH IV 

Not much info on this yet as it's still under develop- 
ment. It's the next sequel to the hugely popular 
Samurai Shodown series. This time there are 12 
characters from Samurai Shodown 3, another three 
characters from even older versions of Samurai 
Shodown. and two completely new characters mak- 
ing a total of 17 player characters! Both the effective- 
ness of the weapon and level setting are selectable 
so both beginners and experts can enjoy playing it. 
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KIZUNA ENCOUNTER: 
SUPER TAG BATTLE 

Sequel to last year's Kizuna Encounter, this time with 
an all new game system; One player can choose two 
characters (the tag system). On a normal MVS only 
one player can control at a time, but on the Special 
MVS version you can have iP+rP VS 2P+2P and 2 play- 
ers only have to put in one credit! Some of the other 
combinations are 1P+1P VS IP, iFMF VS COM etc. The 
control system uses one lever and 4 buttons: 
Punch, Kick, Weapon, and Tag. Tagging is fairly 
simpler So long as you are in your tag area then 
when both characters touch they can tag to 
change places Where there are two players in 
team the waiting character isn't left idle While 
tapping on the button he can increase his 
health by restoring your life gauge. However, the 
more times you tag the effectiveness becomes less 
and less. There is also an emergency tag. operated by 
the waiting character if three conditions are met: 1. 
Your partner's bar is almost empty 2. your opponent's 
bar is over half full, and 3. your partner is in your tag 
zone. Needless to say Super Tag Battle is packed full 
of special combat moves and techniques such as 
Sway, Guard Cancel and Hushing Combos etcetera. 
Probably the best 'tag' game available at this time. 




NBO BOMBERMAN 

At last he's back in the arcade! There are two 
modes. In the Normal Mode everything you 
could imagine from the Saturn version is there, 
but the scale is much bigger with even more in- 
depth game play. There are ten types of vehicles 
which are spawned from defeated enemies. Also, 
if you rescue your companions who are trapped 
in a cell, they can fight along side you. When all 
have been helped to safety you win! This time all 
the enemies have artificial intelligence to refine 
and improve their fighting strategies depending 
on your tactics and skill. This is done to make 
your life more difficult as their increasing smart- 
ness will be a source of great annoyance. In total 
there are 5 stages to be completed. All your 
favourite characters are here with their real voic- 
es straight from the lapanese TV commercials! 




SECOND EARTH GRATIA 

Proving that there's still life in this genre of 
olden days Jaleco are fighting back with their 
latest offering. Second Earth Gratial With 
incredible ships and background design 
they've generated a brilliant 3D effect to the 
game. By utilising the latest high quality 3D 
graphics technology they've tilted the typical 
horizontal scrolling game so that it's got true 
depth and perspective! This makes playing the 
game a lot easier and much more fun - judg- 
ing angles, distances, and the size of objects is 
much more intuitive, so your shooting is much 
more precise. However, to make up for this, all 
the enemies are harder so it's still a challeng- 
ing game. 
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STREET FIGHTER ALPHA 2 

BY CAPCOM, PRICE £44.99, RATING 95% 



Let there be no doubt about the ger 
gameplay tha 
Capcom h, 




original 5FA With a far larger character 
roster and numerous gameplay 
enhancements designed to make this 
the ultimate combat title. The new 
Custom Combo and enhanced Alpha 
counter features add to the already bril- 
liant Street Fighter Alpha engine. Truly 
this is the most technically accom 
Mk plished and supremely playable 
Sft fighting game out there. 
y . Th» nai.i characters 

iDhalsimanr 
L- ^ Zangief finally . 

^ the Alpha series, plus the 
X Final Fight connection 
" es with the 
in of Rolen to. 
Street fighter 1 
* we have the amazing 
Gen and those after an all- 
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superlative on superlative as I tell 
you why Virtua Cop 2 is worthy of 
purchase. 

For a start, it's a stunningly 
close conversion. It might not be 
quite as close as the original (which 
was a far less ambitious coin-op) but 
when compared to Cop 1 it is packed 
with far more detail and hodloads' 
more variety. The choice of route 
through the latter half of the first 
two levels has been retained, plus 
AMi have added in an alternative 
route on the final stage - something 
exclusive to Saturn, since it wasn't in 
the arcade original. 

So, it would appear that this is 
something of a "hats off to AM2" sce- 
nario for handing in what is 
undoubtedly an awesome game. PAL 
owners can buy in confidence too.' 
AM2 have done us proud with a full- 
screen, full-speed display making 
this just as good as the Japanese 
original. This only misses out on the 
Game of the Month accolade due to 
the competitive spirit of SFAi. yet 
still demands purchase! 



characters. Street Fighter Alph, 
Saturn is far superior to the decent 
enough PlayStation version also aw 



VIRTUA COP 2 



The incredible quality of Sega Saturn 
AM2 titles is becoming a bit of a 
cliche these days. As you m 
imagine, I'm about to be h 




month, this is NOT Daytona Remix. The 
CS Team (responsible for Sega Rally) 
have opted not to reconvert the coin-op 
as we suspect most people would have 
liked them to do. Instead they have pro- 
duced their own spin on the incredible 
AMj classic. 

In some ways, the game is a great 
success Overall, the graphics do look far. 
far better with a full-screen, full-speed 
PAL display 

STREET RACER 

BV UBISOFT, PRICE £44.99 RATING 8i% 

One of the greatest games of all-time 
rs Super Mario 

Kart. There, I've t^f^ 
said it. I don't care 
if I am editor of the 
official Saturn mag- 
azine. No-one, but no-one 
can deny the power of Ma 
Kart. And since that classi 
is never going to appear 
Saturn we should be thanl 
ful for any title which 
attempts to emulate it. Which is 
Street Racer, basically. Taking ele- 
ments of Street Fighter and mixint 
if Mario Kart 



should result in a triumph of a 
game. As it is. Street Racer isn't bad 
at all. 

From a technical standpoint, it's 
excellent. It's the first polygonal 3D 
racer to run at arcade speeds (€0 
frames a second), and features 
EIGHT-PLAYER simultaneous play. 

It's all pretty cool actually, with 
only a series of minor problems stop- 
ping this from getting a very high 
rating. Foremost amongst the quib- 
bles is the fact that you seem to be 
controlling the road as opposed to 
the kart, which does put you off. In 
these types of game it's playability 
that's all-important and technical 
issues aside, games like Sega Rally 
and Daytona are still streets ahead. 
Still, if Vivid Image were to use this 
technology on a more realistic racer, 
we could be in for something awe- 



HARDCORE 4x4 

BY GREMLIN, PRICE £44.99. RATING 76% 




alone. Unfortunately, Gremlin's off-road- 
ing effort is probably the worst of the 

There's little to fault the graphics - 
as you can see from the shots, the con- 
toured landscapes and texture-mapping 

frame rate is so jerky as 
^H|i opposed to Daytona CCE and 

WB/J especially Street Racer. 
1^^. This leads into the 

fundamental problem 
with the game. 
Speed. Now off- 

the most veloci- 
ty-packed racing 
sport, granted. But 
it is kind of essential for a driving 
videogame, and as such Hardcore 4x4 is 
just a bit lacking in the excitement 

With a smoother frame rate, high- 
er speed or more exciting terrain this 
could have been ace. As it is. Hardcore 
4x4 falls distinctly into the "not bad. but 
certainly not essential" category. 




CHAOS CONTROL 

BY INFOGRAMES, PRICE £19.99, RATING 
56% 

The last couple of months have cer- 
tainly seen an upsurge in the 
amount of software using the old 
Virtua Gun after months and 
months of Virtua Cop being the only 
compatible software. Chaos Control 
was the first "other" game to use it 
and it's out now. However, don 't buy 

For a start rather than using 
excellent 2D for the main visuals. 
Chaos Control uses full-motion video 
with overlaid sprites. This gives the 




game a distinct "could have been 
done on Mega-CD" quality and 
although the FMV is obviously bet- 
ter, the lack of interactivity is still 
omnipresent. As Rob so deftly put it 
when reviewing this game last 
month: "You might be desperate for 
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games that utilise your Virtua Gun 
but Chaos Control is one travesty 
that will have you pointing your gun 
at yourself for being fool enough to 
buy it". Amen to that. 

CRIMEWAVE 

BY EIDOS, PRICE £39.99, RATING 73% 

After the triumph of Tomb Raider, Eidos 
unleash their Saturn-exclusive game 
CrimeWave upon us. And it's not too 
bad, essentially. First of all, the game is 
actually quite original - the 3D is used to 
present a kind of freeform isometric 
perspective which changes with the 
action. Quite impressive. The basic 
objective has you driving through the 
streets, chasing down villains in their 
cars and gunning them down. 
Competition comes in the form of rival 
vigilantes, plus you have to be careful 
not to harm the innocent civilians 

On paper this all sounds pretty 
cool. Unfortunately, CrimeWave isn't 
totally without its faults. The action 
essentially bolls to chase-car-kill-it-find- 
another-kill-that-one and so on. Pretty 
repetitive stuff actually. The control 
method can also lead to some frustra- 



d the scrolling's perhaps 3 bit 



irimeWave is worth a look, but 

expect anything too earth-shat- 



BLAZING DRAGONS 

BY BMC, PRICE £39.99, RATING 23% 

As you can see from the rating, 
Blazing Dragons is probably the 
worst game officially available on 





the Saturn. Certainly, by looking at 
the scores to the right, you would 

believe it. 

Blazing Dragons is best 
described as a kind of adventure SPG 
thing with cartoon style graphics. It 
falls flat on its face in that the con- 
trol interface is sub-Secret of Monkey 
Island, the puzzles are more a case of 
holding the right object at the right 
time (as opposed to logically thought 
out solutions) and the amount of 
times you character tells you, "I 
can't do that here" drives you up the 



where they've tried so hard to be 
funny but instead have created whal 
is more irritating than amusing. 

Please avoid this, it's just not 
worth adding to your collection 
under any circumstances. 

PGA TOUR GOLF 

BY EA, PRICE £TBA, RATING 68% 
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Megadrive over the Super NES was 
down to the quality of its sports simula- 
tions as much as the clever marketing 
of yore. Electronic Arts did Sega owners 
proud with awesome hockey. American 
Football and golf games. In particular, 
the latter, PGA Tout Golf was ace in 
every one of its myriad incarnations. 

As such it particularly pains me to 
see that EA have handed in what is a 
most unremarkable jz-bit translation of 
what is their most celebrated of golfing 
titles The graphics are flat and uncon- 



because Gremlin have produced the 
rather fine Actua Golf for the Saturn, so 
I'll have that instead And so should you. 

3 DIRTY DWARVES 

BY SEGA, PRICE £39,99, RATING 65% 

SegaSoft's first foray into the world 
of Saturn software finally arrives 
and... it's a bit crap actually. Three 
Dirty Dwarves Isn't some kind of 
particularly sordid porn vid - 
instead it's a sideways scrolling plat- 
form fighting game thingy. Kind of 
libe Guardian Heroes, only not as 
deep or entertaining. 



/all. 



a carefully thought out plot and 
turning script would improve 
ers, but Blazing Dragons lacks 
r. In fact, it's one of these cases 
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vincing, but most of all, EA have thrown 
away the amazing gameplay that made 
the Megadrive original(s) a must-have 
title on that system. Certainly, I'd prefer 
playing PGA Tour Golf 3 on Megadrive 
than this. As it is, I don't have to. 



graphics, but what you can't really 
"appreciate" is the monotony of the 
gameplay. Three Dirty Dwarves real- 

»/ tiresome meanies 
to beat up. True enough, the feature 
of switching dwarves (and thus 
weaponry) is quite an innovative 
idea, but in no way does it make for 
the rest of the game, which just isn't 
worth the bother. 
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SUPERCAR 



A Ma have finally revealed their second Model 3 project foi the 
arcades... and it's the official coin-op sequel to the classic Daytona 
USA! Currently entitled "SuperCar" (although this might change), 
izing looking game looks like being the most stunning driving 
n anywhere I 
As far as we can tell, the gameplay looks like being quite ! 
the classic Daytona The readouts and score panels are nigh-on identical 
(just rendered in a superior fashion). However, it has been revealed that 
mbers of the SuperCar development team have spent time racing 
the real-life equivalents of the machines in the game, including Ferrari 
F5OS! You can be guaranteed that the handling of the game will be just as 
is Daytona USA and Virtua Racing were in their day. 
Readers of the old SEGA MAGAZINE might find one or two aspects of 
SuperCar familiar. Before coding VFi for the Saturn, AM2 released a full- 
motion video demo showing Jacky racing through a coliseum that explod- 
;nt polygons as he raced through it. Well, both the vehi- 
n have made it into SuperCar virtually 
unchanged. The demo 




Model J creates the matt phenomenal racing 
game ever devised - superseding the incredi- 
ble Daytona US* and Sega Rally 
Championship. If this is how far Daytona has 
progressed t ha nil to the new technology, 
you can only wonder lor example just how 
cod! Virtua Cop 3 will be! AH2 an 
role the arcades! 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least S years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 
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